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QUIT WITH THE CHICKEN SOUP. 
HERE’S ALL YOU NEED TO FEEL BETTER. 


» HOW NICE.THE BETTER YOU PLAY, THE SICKER YOUR FRIENDS WILL BE. SO, JUST SEND THIS IN AND 
SCORE THE FREE DK COUNTRY PLAYER’S GUIDE. A WHOLE YEAR'S COWER 
WORTH OF NINTENDO POWER. PLUS, FREE SUPER POWER STAMPS, WORTH CASH OFF WHEN YOU 


ORDER COOL GEAR FROM THE MEMBERS-ONLY SUPER POWER SUPPLIES CATALOG. 


SEND THIS CARD IN OR CALL 1-800-255-3700 
ASK FOR OFFER NUMBER 2321 


TO ORDER YOUR SUBSCRIPTION NOW WITH VISA OR MASTERCARD, CALL MON. - SAT. 4A.M.TO 12 MIDNIGHT PACIFIC STANDARD TIME (PST). SUNDAYS. 
6AM.TO 7 PM(THE NINTENDO REPRESENTATIVE WILL NEED TO SPEAK TO THE PERSON WHOSE NAME APPEARS ON THE CARD) 


SEND THIS IN AND GET IT ALL: 


© 3 Year Susscriprion = Give ME 36 Issues 
AND ALL THE BENEFITS OF NINTENDO POWER PLUS 
My FREE DK COUNTRY PLAYER’S GUIDE FOR $45 U.S. 
FUNDS / $67 CANADIAN FUNDS!* 


O 2 Year Supseription = I'LL TAKE 24 Issues 
AND ALL THE BENEFITS OF NINTENDO POWER PLUS 
MY FREE DK COUNTRY PLAYER’S GUIDE FOR $33 U.S. 
FUNDS /$45 CANADIAN FUNDS!* 


Of Year Susscriprion = Pi TAKE 12 Issues 
AND ALL THE BENEFITS OF NINTENDO POWER PLUS 
MY FREE DK COUNTRY PLAYER’S GUIDE FOR $18 U.S. 
FUNDS /$25 CANADIAN FUNDS!* 


‘*PRICES LISTED INCLUDE ALL APPLICABLE TAXES. 


PUT YOUR ORDER FORM, PLUS YOUR CHECK OR CREDIT CARD INFORMATION IN 
‘AN ENVELOPE, AND MAILTO: 


NINTENDO POWER® 
P.O. BOX 97043 
REDMOND, WA 98073-9743 
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YOU'D RATHER LOSE YOUR LUNCH IN ASSEMBLY 
THAN FIND YOURSELF IN DONKEY KONG COUNTRY 


WITHOUT THIS PLAYER’S GUIDE. 


SURE,THE FLU CAN MAKE YOU FEEL BAD AND LOOK STUPID, BUT EVEN THE SCHOOL 


NURSE KNOWS THAT NOTHING CAN MAKE YOUR HEAD SPIN WORSE THAN FULL 


me ; 
COUNTRY PLAYER’S GUIDE FOR FREE. IT’S ALLYOU NEED TO FEEL 101%. IN = eo é it " 
FACT, YOU’LL BE UP IN THE TREES AND BAGGIN’ THOSE BANANAS IN NO TIME. AND, DON’T FOR- 


F GET, YOU’RE ALSO SCORING 12 TIP-PACKED ISSUES OF NINTENDO POWER. 


FREE SUPER POWER STAMPS—WORTH CASH OFF ON ANY HAT, T-SHIRT OR 
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GAME ACCESSORY IN THE SUPER POWER SUPPLIES CATALOG. PLUS “ ==POWER 


KINDS OF EXTRAS LIKE TRADING CARDS AND EVEN DISCOUNT CERTIFICATES FOR TOP SELLING GAME 
PAKS. SO THERE YOU HAVE IT.. THE GUIDE, THE MAG, AND ALLTHE GOODS FOR THE DISGUSTINGLY LOW 


PRICE OF $18*! THERE NOW, AREN’T YOU FEELING BETTER ALREADY? 


CALL I-800-255-3700 TO SUBSCRIBE 
AND WE’LL GET IT ALL TO YOU ZIP BANG POW. 
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y fellow officers and 

myself would love to 
have a Mortal Kombat II Tip 
Sheet. 


No need for a sheet, Officer Serkosky, 
just check the MKII Special in 
Volume 66 for all the tips you need. 
Codes, codes and more codes! 


think the Play It Loud com- 

mercials are funny. Especially 
the Stunt Race FX commercial. 
That snorting cop beats out any 
Sega Genesis gimmick. I can’t 
wait ‘til the next commercial. 


Jeremy Spencer 
Red Bluff, CA 


The agency that does all of our TV 
ads, Leo Burnett, really does some 
cool things for us. We like ‘ema lot, 
too! Oh, by the way, Stunt Race FX is 
-a really cool game. But you already 
knew that. 


Ra mone papacille from San pa 
i ‘inci i i ose, California, went all the way to Paris, 
Tony DiCola from Cincinnati, Ohio. Snorkeling Franceand took Ninteade 


at Pirate's Cove on Paradise Power with hin tothe Are 


Island in the Bahamas. 0) de Triomphe! 


Hints that you've been playing video games for too long. 


HB. You find a Dear John letter where your 
Super NES used to be. 
© You think Guile and Bart Simpson are 
related. 
‘© You call a Game Counselor and ask for 
Zelda s phone number. 
e You re trying to find a warp zone in tic- 
tac-toe. 


FO. Vou discover your little brother is now 
matried with children. 
‘e The cord from your controller keeps get- 
ting tangled up in your beard. 
© You suddenly remember that Reagan is 
no longer President. 


'V. Mario tells you to get a life. 


G. the bed guys let you win just to get you 


Instead of Press Start, your video 
out of their hair. 


game says, Somebody please shoot me! 


Dolph Quick Bennettsville, SC 


uk - Edmonton, AB 
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M att Kendrick, winner of last May’s Player’s Poll weeks Sinkula 
est: hadalarcerthan lifeexpertcac saiheanepOnanies ‘ar Erik Kingery 
contest, had a larger than life experience when he met Charles Trading Cards Phil Honeywall 


Barkley at Disney World in September. Not one to be intimidated— 


even by his basketball idol—Matt challenged Art Director Hiroko Nagami 
Sir Charles to his own game, Barkley Shut Concept & Design V DESIGN 
Up and Jam, when Charles dropped by his He nes 
suite. Matt had put in plenty of hours on the Wea Sueno 
video court, but Barkley was up to the chal- Katsuyuki Asanuma 
lenge. Matt also won a basketball and two Jeff Hazard 
pairs of Nike Air Force Max CBs, one in ae Morris 
charles’ siz 16 jitsuko Yamaji 
| Gharles'size(16) Hiroshi Nakae 
and one in his own Scott Douwes 
(12). Charles auto- Gregg Coomer 
graphed the shoes Illustrators Augie Pagan 
and the ball after oe a 
i é _- jiroshi Nakae 
A the video match He Ey 
up. Sonja Moris 


Matt and Charles are about to 
mix it up on the video court! 


VOLUME 68 - JANUARY 1995 


Nintendo Power 
Subscriptions & 
Consumer Service 
1-800-255-3700 


Call for service, general assistance o1 
tochar 
between 4am.and midnight Pacific 
time, Monday through Saturday 
or 6a.m.and 7 pam. Sund: 
French-and Spanish-speaking repre 
sentatives are availabk 


Gane 
Counseling 
1-206-885-7529 


(EDD [2 
Callour Games” 


Mand midi 


Pacific time 
Batirdayvec gent 


Sunday. I'stong dist eat 
CC, 80 before 


throv 


Nintendo Power is published by Nintendo of 
America Inc. in conjunction with Tokuma Shoten 
Publishing Co,, Ltd. Nintendo Power is published at 
$47.40 per year in the U.S.A. ($59.40 in Canada) 
only by Nintendo of America Inc., 4820-150th Ave, 
N.E,, Redmond, WA 98052. 

© 1994 by Nintendo of America Inc. All rights 
reserved. Nothing that appears in Nintendo Power 
may be printed in whole or in part without express 
written permission from Nintendo of America Inc., 
copyright owner. Printed in the U.S.A. 

Color Separation by Dai Nippon Printing Co., Ltd. 
NINTENDO IS A REGISTERED TRADEMARK OF 
NINTENDO OF AMERICA INC. TM & © for games 
and characters are owned by the companies who 
market or license those products. 


VOLUME 68 


“Dieurps THE 


LION KIN 


Disney scored big at the box office last summer with the soon-to-be-classic Lion King. 
Now, Simba roars to life on the Super NES ina beautifully animated action game that 
is the product of collaboration between Virgin and Disney. The game follows the 
movie'sstory line and will appeal to young players—who may find ita difficult play. 


IT STARTS 


Virgin’s Super NES version of the 
Lion King, which is graphically 
superior to its Genesis version, cap- 
tures not only the fine animation 
of the movie, but also the outstand- 
ing music and sound effects. In the 
beginning of both the movie and 
the game, Simba is a young cub in 
training to be king. As a cub, he 
frolics through pastoral levels, with 
aless-than-fearsome roar anda cat- 
like pounce as his main forms of 


i an FIT FOR A KING 


becomes the ball when monkeys 


In keeping with the movie, Simba begins the adventure as 
a cub and grows up as he lives and learns. As an adult, 
he has a wild mane and a more dignified air. 


play catch. As he grows up and Asacub, Simba pulls playful antics, such as pouncing and tum- 
learns through his experiences, he bling, but as he gets older and readies to fill his role as king of 
becomesa sleek, full grown cat with the jungle, he learns new moves and becomesa force to be reck- 
a beastly roar and savage slash suit- oned with. 


ed to the king of jungle. And he'll — - wih Taxy ii 
have to make Pail use his natural ROAR JUMP ROLL 
instincts. Although he’s born to Ss 

rule, Simba must prove that he’s 
worthy of the crown. The game has 
three difficulty levels, but very 
young or inexperienced players 
will be frustrated by even the easy 
level. 


Li'l Simba’s roar can make The cub can also destroy ene- Press Down while running to 
enemies explode or flip over. _ mies by pouncing on them. execute a forward roll. 


SLASH THROW PUNCH 


Asan adult, Simba can slash —_In paw-to-paw combat, he Full grown Simba can also 


All of the main players from the original cast are with both front paws. can throw his opponent. reach out and punch. 


here, but it's Simba who steals the show. 
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Simba’s first adventure is set in the 
serene sylvan countryside, where 
African Beetles and reptiles abound. 
It’s a relatively easy stage where you 
can learn to roll, pounce and use your 
roar. Jump from platform to plat- 
form and work your way up to the 
exit in the northeast corner. Don’t 
pass up the I-Up or the Bonus Stage 
Bug. Explore thoroughly to find all 
of the goodies 
to be had here 
before mov- 
ing on to more 
difficult areas. 


Search out the circle of life symbol to get 
an additional Continue, 


[2] BONUS STAGE 


If you pick up the brightly col- 
ored Beetle, you'll enter a 
bonus stage at the end of 
this round. Catch as many 
falling bugs there as you can 


THE LION KING 


esiwood 


ANIMATION BY 


Disney animators worked closely with Virgin to 
produce top-quality graphics for The Lion King. 


B) 


The Hyena at the end of the first stage is a 
real cream puff. Stay on the ledge on the far 
right and pounce on it when it pauses to 
pant. A couple of well-timed hits will take it 
out. Who's laughing now? 


BUG 
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—— STAGE 2 


CAN’T WAIT 
TO BE KING 


In Stage 2, young Simba gets to 
interact with some of his jungle 
buddies, including giraffes, hip- 
pos and monkeys. Although 
some of the jumps require tricky 
timing, this stage continues the 
light-hearted frolic that began in 
Stage 1. There are no enemies to 
avoid, but you can be your own 
worst enemy by becoming impa- 
tient and landing in the water 
one too many times. Take it easy 
and look for patterns that give 
you clues about what you're sup- 
posed to do. 


Stand beside the two 

pink monkeys and roar 

‘to change their direc- 

tions, then jump on the hippo’s nose. 
[twill fling you up to the monkeys, 


i) 
Ay : Pozi i and they'll toss you out of there. 


@) [2] OSTRICH OBSTACLES 


y After you slide down the giraffe’s neck, you'll land on an 
ostrich that will immediately take off running. Watch the 
right side of the screen. When an arrow appears, get ready 
either to jump over a hippo or to duck to avoid a nest, 
depending on which direction the arrow is pointing. When 
you see a double arrow, you'll have to jump a second time 
in mid-flight to avoid hitting a nest in the tree. If you time it 
right, you'll land back on the ostrich. 
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THE LION KING 


Roar at the pink monkey bythe hippo 
to make it change direction, then 
launch from the hippo. 


To cross the water, jump from one hippo’s swing- S 

ing tail to the next. Hold Right on the Control Pad 

and press the Jump Button when the tails swing 

to the right. Pick up the 1-Up and continue. 

= 
ES I I Change the direc- 
tion of the pink mon- 
key where you land, 
then skip back to the 
B 


left on the logs 
Don't light for long! 


Now go through the catch sequence 
again, This time you'll reach the goal. 


In the Elephant Graveyard, Simba finds giant bones, remnants of the 
great beasts. He’s hounded by hyenas and egged on by eaglesas he picks 
his way through the bones.There is more swinging and jumping here. 


POISON 
BEETLES 
Don't pick up the red 
Beetle with the blue 


head. It's poisonous 
and it saps your energy. 


A couple of hyenas are poised to pounce from the bone outcropping just 
above the starting point. Run to the left and wait for them to jump. When they 
pause to huff and puff, pounce on them 


AIN 


You must make very quick finger-tip leaps from ledge to 

ledge here. The fountain rises quickly, and you'll be histo- 
ty if it so much as touches you. Press the Jump Button as 
rapidly as you can as you work your way to the top. 


‘Swing up the row of bones here, 
then leap to the opening on the 
upper right. Instead of continuing 
to the right, dash back to the left 
and leap at the last moment. 

You'll reach a far ledge and a 1-Up. 
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[5] DETOUR FOR THE CONTINUE 


As you work Vall way back 
to the left to the goal, take a 
quick detour to pick up an 
extra Continue. Go past the 
Continue and drop into the 
chamber on the left, then go 
back to the right to pick up 
the Continue icon. 


Little Simba is in big trouble when he gets caught up in a stampede. He 
must run for his life while avoiding the crazed antelope that are charg- 
ing to who knows where. Ashe races along, he'll also have to watch for big 
rocks that might trip him up. It’s a big challenge fora little guy. 


Stay on the right until the first 


THE LION KING 


When a slow moving ante- When a rock flashes on the Stay in the center. Keep Use the same technique to 


wave of anteloperun by, then lope comes along, move screen, countto four. Jump counting to four and jumping jump over the two rocks that 


go to the center. 


Shortly after a ques- 
tion mark flashes, a 

rock will appear 
to the right of it. 


Next, a set of three rocks will 


Another set of three stones 
will appear. These will be to 
the right of center, 


slightly to the right of it. on four to miss it. the rocks that appear. 


Stay in the middle. Jump 


appear just to the left of.cen=: over the next stone that 
ter. Jump them appears in the center of the 
screen. 


show up together. 


— STAGE5 


Simba is on his own in a much more somber world in this stage. He has to 
make his way through maze of platforms while rocks show r down from 
above.It’sa tough stage! Listen for rocks and dodge themas best you can. 


Ifyou roll through the wall on the left here, you 
can replenish your eneray by picking up a Beetle. 


ol caniiate aharicut by rolling to the left through the wall 
here. You'll drop into a room below, where you can pick up a 
Beetle. Jump up to get out and hot-foot it to the right to avoid 
being flattened by the 
boulder. 


If you continue to the right without taking the 
shortcut, you'll be chased by a huge, rolling boul- 
der. Hustle to stay ahead of it, and roll when you 
come to the porcupine. 


¥ 
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THE LION KING 


You'll be shadowed by 
another big, rolling 
stone here. Run for it This month’s coverage of the Lion King ends with Stage 5, but we'll be 


and dive to the left 4 ¥ 2 
when you run out of back next month, when Simba learns what it takes to be king. He 


ground. leaves his exile for a frolic in the jungle, but more serious matters 
await him when he returns to his 


[5] FLIPTH (E PORCUPINES home and faces his destiny: a 


Avoid the quills. When you come to the porcu- showdown with amold enemy: 
pines, do a forward roll right through them to flip Don’t mis: 
them onto their backs, then pounce on their soft 

underbellies. Continue to the left after destroying 

them. 


After his barren exile, Simba relishes the 
lush jungle. There he battles poisonous 
spiders and vicious toads. 


Asa result of all he learns on his 
adventures, Simba grows strong 
and wise. And he'll have to be if 
he’s to survive the rigors the jun- 
gle has in store for its king. 


Next month, see how Simba takes 
his rightful place on the throne— 
and see what he must do in order 
to defend his subjects from old 
and jealous enemies 


NEXT MONTH'S 
ISSUE 


a “ATi 


“THE LION KING: PART 2 


Not only can Cyclops fight well, he 
can also fire powerful plasma 
beams from his eyes. These beams 
can destroy almost anything, mak- 
ing him the fighter of choice when 
you need to take out any heavy 
armor. 


Beast’s looks are very deceptive. He 
appears to bea large, hulking brute, 
but his greatest strength is his i 
ligence. He has the ability to hang 
upside down from any platform, 
keeping him out of the reach of his 
enemies, 


Gambit possesses the ability to 
charge any object full of energy 
and turn it into a highly explosive | 
missile. He isa great fighter to use if 
you need to hit something or some- 
one from a distance. Although it 
might not look like much, his Bo Stick is a very powerful 
weapon. 


Strong of both mind and body, 
Psylocke is a powerful fighter. She 
can generate a psychic blade to 
inflict her enemies with damage 
and quickly get them out of the way. 
She is very athletic and is a great 
character to use if you need to make any ‘difficult j jumps. 


Wolverine’s main mutant power, in 
comic book form, is his ability to regen- 
erate, although it’s not used in this 
game. His powerful claws more than 
make up for his missing healing power, 
though. Wolverine is your X- Man if the 
mission calls for climbing. 
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Wolverine must break into the Sentinel Factory 
and eliminate the threat that the mutant-hunting 
Sentinels present. Work your way to the top of the 
factory using Wolverine’ ability to climb walls. If 
you encounter enemies while you're climbing, be 
careful not to lose your grip. You can hurt yourself 
by falling in the wrong place. 


Working his way through the sewer systems, 
Beast attempts to find the Control Center of the 
enemy base. Take advantage of his ability to 
hang upside down whenever you can. Avoid 
being damaged by staying out of your enemy's 
reach, then land on top of him when he’s not 
looking! There are few life refills in this stage, 

so advance carefully to avoid being damaged. 


Cyclops must intercept and destroy the 
Genoshan army train-transport to cut the 
supply line. His mission takes him through 
heavily defended swampland, where both 
the terrain and the enemies are fierce. 
Make use of Cyclops’ powerful Eye Beam 
whenever you can—it will most likely s 
your life! 


teamwork to defeat the evil 

se and save the imprisoned 

y of the X-Men can clear any of 

s, but here are a few of the better 
for the missions that follow. 


jin Mission 3 when you face _It’s time to face the evil Apocalypse, and 
can use her Neck Iverine is the one to do it. Do your best 
to stay out of his reach, and hit him while 

you're Jumping. 
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RPGers, prepare for fun 
with Enix’s quirky new 
title. Step into the world 
of Robotrek and watch the 
realities of past, present 


and future blur 1nto a sin- 


gle existence on your 
Super NES. 


©1994 Quintev/AnciendEnix 


wns) =o remiss) 


THE CAST OF CHARACTERS F 


In addition to the main characters introduced below, Robotrek 
featuresa quirky crew of humans that includes agood-for-noth- 
ing mayor, acrusading reporter and some mischievous kids who 


are always looking 
THE BUDDING INVENTOR 
== AR 


for (and frequently 
Ps z The inventor, the hero- 
& & & g to-beint gamete aquick. 


finding) trouble. 
study whois tolearn 


all about his W's inven- 
tions. You'll name him at the 
& beginning of the game, then 


you'll set out to see what's 
new in the town of 


learnall that you can 
aboutrobots. 


Before Dr. Akihabara departs 
for his lengthy trip, he leaves 
ee 
isa offers helpful 
advice and eaves the game 
asked. 


DR.AKIHABARA | DR.EINST, MADSCIENTIST | 
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ROBOTREK 


Even if you've never tried—or liked—an RPG, you'll have a blast playing Enix’ latest title. 


Its an RPG that’ lighter fare tha 
make the genre so engrossing. And 
although Robotrek’s screen text rough- 
ly translated from the Japanese that it makes 
absolutely no sense in places, it’s an engag- 
ing game, nevertheless, As it opens, a famous 
inventor's son is returning to his hometown, 
hoping to learn some of his father’s secrets 
and to follow in his famed footsteps. But the 
tutoring is not to be, for soon after the boy's 
arrival the inyentor is called away on urgent 
business, leaving his son some books to read 
in his absence. The young inventor-to-be 
starts by studying some manuals that 
explain the attributes of robots. Using his 
father’s invention machine, the boy begins 
experiments with the robots that will lead 
himto places far beyond any that he hasever 


most, yet it has all of the strategic twists and turns that 


Dr. Akihabara’s complex invention machine has 
many uses. The young inventor will create 
amazing things with it. 


imagined. 


@ Rococo 

@ FATHER'S HOUSE 
@ CAVE MOUSE 

@ THE CHICKEN FARM @ ISLAND A 


@ soutu ISLE 
@ HACKER BASE ENTRANCE 
@ FORTRESS ENT. 


© THE OLD HOUSE @ IsLANDB 
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Read the big, red book on the table in your house in Rococo to find 


out about Robots, their parameters and their traits. When you’re 
finished, and when you’ve raised enough money, you can use an 
Invention Machine to create your three robots. 


Once you’ve read about making var- 
ious items, you can use the machine 
to actually construct them, and it 
has a feature that lets you combine 
items to make new treasures, too. 
You can alsouse the machine to cre- 
ate, maintain and program your 
robots. 


As you attain new levels, you earn points that you 
can use to program your robots. Youll use one 
option/to allot the points and another to assign 
special/combination moves. The combo moves 
are very powerful, soassign several to each robot. 


Allot points. 
+ Lower - Raise + 


Allot the points you earn and assign special moves using the Program 
feature. The weapons you equip determine which special moves you 
can assignsExperiment to see what works best for each robot. 


It costs alot tomake robots, 
but they're worth it. Using 
Invention Machines, you can 
program them and maintain 
them, too. You'll find them in 
several places. 


Using the R, Land. X Buttons, you can assign various attacks to each of 
your robots. The effect of the combinations varies depending on the type 
of weapons that they're equipped with. These are the attacks you'll be 
able to make if yourrant hand holds a Sword, your left hand holds.a Shot 
and your backpack holds a Bomb. 


COMBO ATTACK DESCRIPTION ENERGY 


This move will warp you to the enemy 
on the same line, and you'll slash it 
twice with your Sword. 


Using this combination, you'll shoot 
twice then smash into the enemy and 
slash with your Sword. 


With this move, your robot will drop 
three bombs in quick succession onto 
a single enemy. 


When you use this combo, your robot 
will jump onto the back of an enemy 
and slashit once. 
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COMBINING ITEMS 


The Invention Machine also lets you 
combine two items to create something 
new or different. Sometimes the things 
you can make are extremely valuable; 
other times, they’re ordinary. Some of 
the items you’re able to make can be 
gained only by combining particular 
things. Experiment. Combine weapons 
to raise their levels, and try combining 
other items to see what's possible. 


Even scraps of metal 
canbe useful when 
they're combined 
with other items. 
Combining Scrap 7 
with Laser 2 yields 
Laser 3, the most 
powerful Laser you 


Combine 2 Items Combination 
L-R Button: Matt Item Laser 3 possible can get. 
Y Button : About Item Quit >Combine 


Your journey begins in the village of Rococo, where 
you’re greeted by Dr. Akihabara. The village has sev- 
eral small houses and a large compound where the 
mayor presides over the city government. The doctor 
introduces you to Nagisa, who will become your trusted assis- 
tant. Before you set out to explore neighboring regions, 
Nagisa gives you a Transceiver, which you can use to commu- 
nicate with her from almost any place in the world. 


VISIT THE MAYOR 


Nagisa tells you to visit the mayor, who is 
in his office to the north of your house. 
Don’t listen to the boy whoadvises youto 
take a dog into the office with you—the 
mayor doesn’t like dogs, a fact that you 
should remember for later in the game. 
The mayor is concerned, about the 
Hackers who have been seen nearby. 


READ THE ROBOT BOOK OTHER REQUIRED READING 


If you check the bookshelves in this and other houses, 
you'll find many other books on various subjects. As 
you gain experience, you'll raise your level and gain 
the ability toread more complex books. 


Akihabara: 
ja ha ha. You’re 
finally awake. You slept 
for a long time. 


I’m the greatest inventor 


Concerned by the threat 
of Hackers, the pee 
has enlisted the help of 
Dr. Einst. He's also an 
inventor, but he doesn't 
have time to chat with 
young boys about their 
ideas. 


I'm trying to find the 
time to talk to young 
people Like you. 

ough! Cough? 


Before Dr. Akihabara leaves townyhe tells you about 
the Robot Book/ Read it thoroughly to learn about 
robots and how to use them. There is also money, 
which’ you can use to 
make your first,robot, 
tucked intothe back of 
the book. Use /the 
machine in the house. 


This book? It’s been in 
our family for ages. 
The Robot Book. 

tl leave it for you. 


rogram Points 
low to allocate Robot 


EnixBoy reads 
“Inventor’s Friend 


Read the Robot Book that Dr. You'll be able to read the Robot 


Akihabara leaves behind to learn 
about robots, then use the cash 
that you find in the book tomake 
‘your first one. 


it is an all 


sho can do things 
that humans can’t 
do themselves. 


Book right away, but the other 


ee 


books will be too hard to read = 
until you gain experience. ar 
To read Inventor's Friend Level 24, you'll 
have to reach Experience Level 24. 


SHOW OFF YOUR ROBOT 


Travel uptheroadashortdis- 
_ tance to show your robot to 
‘Dr. Akihabara. Your meeting 


appreciate your 
cant se 


‘The Hacker boss said to 
take you as a hostage 
if the Doctor doesn’t 
cooperate. Grunt?! 


You must fight when they 
try to take you hostage. 


Show the Hackers that 
without a fight, and see 
new robot fares in battle. 


u won't give up 
jw well your 


VOLUME 68 21 


There’s a crisis in Rococo! When you return to town after showing off 
your robot, you'll find that several children have disappeared. They 
were last seen playing near the Cave, so the mayor decides tosend Dr. _ 
Einst to find them. You'd better follow. 


Dr. Einst’s plan is to blow through the wall witha 
bomb, but he succeeds only in causing a cave-in. 
After he blocks the way, go back outside and look 
for another entrance to the left of the first one. 
You'll find a large hole with a warning sign near 
it. Don’t heed the warning; instead, jump into the The signwarns you to stay 

hole to begin searching the underground maze __ away. Jumpinto thehole any- 
for the missing children. bay 


Inside the Caveis a maze filled 
with hermit crabs and gels. 


After you combine the Rusty Drill 
with Clean, return to the Cave. When 
you come to the river, step in and let it 
carry youto the leftinto another room. 
Get out of the current and walk up 
through the door to find the children. 
When you drill an exit in the wall, 
they'll all run home—all of them 
except for Carl, that is. He wants to stay 
and explore just a bit longer. 


Let the current carry you into the 
next room. You'll hear aloud crash 


as another pit opens. 


When you return to the Cave to find Carl, you’ll 
enter through the new pit and find a new area. 
There you'll meet a person named Kotetsu who 


is being held prisoner by the Hackers. You'll Enant yeu te Give the key to 
have to turn up the heat in the MetaCrab’ssauna __ | to this ball and chain. Kote Hee 
to blow the door open so you can enter and get = cia. a 


the key you’ll need to free him. 


Dh, Jacek 
After the incident in the sauna, the | _ 2 : = lreaaijustiar crors (ss) 
Meta Crab is really steamed. He’s passively: 
holding Carl hostage, and the two of 


you have tried his temper. He spits 


out fireballs that become little crabs 
that will claw you if you turn your 
back. Hang in there and use Cure 
when your robot’s energy runs low. 
Attack the big crab from behind py oun i locked do te 


All of that overcooking made 
this crab tough. You'll be able to 


ie left of this room when you 


whenever possible and stay out of crack his shell. 


claw reach. 
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When you sleepin the bed in your room, youll 
haye an odd dream abouta doll and a mysterious 
stone. Some of the people look vaguely familiar. 


| Next, rumors of strange happenings in the east lure you into the Forest of Illusion. 
Deep in the woods you'll find an eerie, old house. When you enter the house, you'll 
| be met by Igor, an ancient butler, who will show you to your room. Don’t try to 
| wander off on your own—you'll just be sent back to your room if you do. 


FOLLOW IGOR 


When Igor goes through the door and down the 
hall, follow—but don’t let him see you. If he catch- 
es on, it’s back to the bedroom for you. When you 


Please, use this room 
and get some rest. 
Rest as long 

Jas you like. 


Igor will Show Vou'to a rooniand 
stiggestthat youget some rest. 
Do as he says. 


i]... Se, you want me 
|| 40 hide this stone 
somewhere in the mansion? 
\|Raske 


Inyour dream, you'll learn abouta 
stone,that’s hidden somewhere in 
the mansion. 


‘Mintis being held in alocked room bya Hackersol- 
dier, Hemight talk tough, buthe’s really justa 
Searedy-cat-Gointo the room below and seareh the 
wall tofind a breaker: Flip it onand off sevetal times. 
When thelights flicker, the soldier willget scared and 
will race out of the room, leaving thedoor open and 
Mintfree. The two of you can now search for Flavon. 


If we find Darsley: we’ ll 
know what they’re up fo. 


reach 
pause and read the 


bookcases, 


Don'tletlgor see you follow — When you read one of the books, a trap 
him down the hallway! 


BREAKER BREAKER | 


door will open, 


P pe down! When 


we find what we’re 
looking for, we’ Ill leave. 
Just calm down. 


TALK TO THE ANIMALS 


You'll learn to make Relay, which lets you talk toanimals, by talking to Flavon. 
He'll also tell you that Parsley has stolen the key to the Clock Tower. Go to the 
Invention Machine, make Relay, 
then talk to Parsley in the courtyard. 
He'll tell you to look around the well 
to find the key to the Clock Tower. 


| Take a good look 
around this well. Woof!! 


After you make and equip a Relay, go to the courtyard 
| and talk to Parsley. He'll tell you to look carefully 
around the well. 


jat's where you'll find the Clock 
Tower key. 
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In some time long since past, Rask designed and built the Clock 
Tower. It has several floors and houses the inner workings of the 
y ¥ = great clock, which unfortunately 
doesn’t keep accurate time. Rask 
was a whimsical designer who also 
made dolls, many of which you'll find f 
inside the tower. The dolls are shape- \ 
shifters, though, who sometimes hide the souls of 


demons. It is the demons who are interfering with the clock’s ability to keep 
time. You must find and destroy them. 


Whe yas 

inside the Cloc 

Tower, you'll see MINT AND THE MOUSE 
the giant mecha- 


nism that runs the 
clock. 


The Mouse doesn’t 
have it in for Mint, 
she just wants her 
baby back. When 


When you enter this room, you’ll find Mint cornered 
by a Mouse. If you equip Relay and talk to the Mouse, 


she'll tell you that her child is trapped in Mint’s purse. i fad get hyn 
Tell Mint to free the little tyke. Mint will then leave:If x + = ' = =~ Hal tut § will 
you exit the room and return, the mother Mouse will |} ;/, okey a irene bevery grateful. 


be back. Talk to hero learn about a secretdoor in the || "set! Saueak: 


room. Flip the Wall Switch before leaving. 


The Doll Chimes will 
force you out of the 
room the first time 
you enter. Walk right 


Finally, you’ll find the Doll that you saw in your dream earli- 
er. In the dream, Rask suggested hiding a special stone in 
the Doll. The stone he was'speaking of was, of course, 
Tetron. The Tetron gives this'strange Doll/unusual powers, 
back in. This time, powers that enable it'to petrify 
they'll _ threaten’ to the Hacker soldier who 
beat you up, but/\# = attempts to steal the stone. The 
before they have achance to lay a fiston you, the Dollalso has the power tomorph 


mother Mouse will enter the room. The Doll into other, more powerful, He a; 

Chimes talk tough, but they’re scared of mice forms, so be sure that you’re thought you'd cone 
and will run out of the room when the Mouse powered-up and well-equipped elias look ina for this 
enters. Talk to her about the stone. before you approach it. eehie 


THE MAMURANA BUTTERFLY 


When you attempt to take the stone from the Doll, it will change 
intoa huge Butterfly that is capable of replicating itself. It’sa very 
strong enemy that takes a long time to defeat, so you’ll probably 
need several Cure and Repair items. You have to keep pounding 
away on the main Butterfly to gradually 
eat away at its energy. The duplicate : 
images it creates are easy todefeat.Usea = SS ' 
programmed attack that hits all three at 
once, then, when the two false 
Butterflies disappear, concentrate 
strong attacks on the true Butterfly. 


After you defeat the two fakes, concentrate on 
the main Butterfly. 
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ROBOTREK 


When you return to Rococo, you’ll learn that many of the residents have received invita- 
tions to visit the South Isle. Several people, dreaming of sunny vacations, have already 
departed. When you go to your house, Nagisa will tell you that you’ve received an invita- 
tion, too. Take the boat from the nearby Harbor to reach the island. 


UNDER THE VOLCANO 


After you explore the village on South Isle, a guide 
will escort you to the Volcano. Instead of just seeing 
the sights, though, you’ll become a human sacrifice. 
Inside the mountain is a Hacker Factory, where you 
become slave labor, along with others from the vil- 
lage who responded to their invitations. To sneak 


This is your shop. If you 
try to you’ lt be 
thrown into the Volcano. 
Just so you know. 


i 
Flip the wall switches and ride 
around on the conveyor belts. 


ie Z Rococo villagers have been put to 
around inside the factory, ride the conveyor belts and__work in the Hacker Factory. 


change their directions by flipping the wall switches. 


GET THE GOGGLES 


MAN OR MOUSE? 


You'll, soon find that Dr. |Einst: ar 
Einst is behind this whole Peete seat 
mess. When he finds you |°?°5* "8°! 

messing with his plans, he 
turns:you into.a mouse. As a 
mouse, you can run through 
heating ducts and get into 
small holes. 


When you get the infrared 
Goggles, you'll beable to see 
électric beams that were pre- 
viously, invisible, and»you’ll 
be able to see invisible ene- 
mies, too. They’ll come in 
handy in many areas of the 
game. 


After you destroy the Earthquake 
Machine, the villagers will offer you the 
treasure ina nearby Shrine. Dr. Einstis hot 
on your tail, and you'll have to beat his lat- 
est invention, Big Eye, before you'll be 
able to reap your rewards. 


To find Einst and his eye, you must find the hid- 
den door behind one of the three stone panels, 
then step ona floor plate to move part of the 
path into place. When you finally reach the 
treasure room, Dr. Einst will be admiring the 
amazing stone in the statue. When you inter- 
rupt him, he calls in Big Eye, amechanical mon- 
ster with a three-way attack. 


But wait—there's more! There 1s, 1n fact, much more to Robotrek. This 
trek will take you to worlds—and universes—far beyond the planet of 
Qumtinex. Explore 1t soon on a Super NES near you. 
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You can select the overworld map to view the island 
world of Lemmings 2. All 12 areas are shown on the map, 
and you can begin with any of them by selecting it with 
the cursor and pressing the B Button. 


The tribes are as different as the regions they inhabit, so 
the obstacles they'll face and the skills they'll need vary 
greatly. From the polar region in the north to the eastern 
circus area, Lemmings 2 has lots of variety. 


Inthe Beach level, Lemmingshave to When you go outdoors, you can turn 
contend with oversized shovels and some of your Lemmingsinto Planters, 
pails as well as big umbrellas. who can make lush foliage grow. 


The Lemmings residing in the Sports _ In the Egyptian region, the Lemmings 
region have skills suitable for track __ toil amid pyramids and other ancient 
and field events, such as archery. archeological wonders. 


(oie) i0 fo 10 
Be we Ne as 


The most advanced of theLemmings The Circus area isn’t all fun and 
reside in the Space region. games—it’s full of tricky obstacles. 
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There are lots of skills to learn in 
Lemmings 2. Although you can use only 
eightin there isa huge variety 
of possibil Jsually, there are many 
ways to overcome obstacles; the methods 
you choose will depend on which skills 
you have at your disposal. Often, the 
challenge lies in figuring out how to 
best use the skills available to you. 


1994 Psygnosis, Limited, Lemmings 2, The Tribes and all other related trademarks, 
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lly moves 
the ed isan 
Drakkhen. 
, a sinister plot 
quences, and 
re to be found 
ew offers a rich 


ARGOS’ A 


When beautiful Katarina bids Alex to seek out her 
missing grandfather, it marks the beginning of an epic 
adventure that will turn Alex into the greatest 
swordsman and warrior of his time. Set against our 
young hero is Argos, who seeks the power of the 
Underworld and the Prime Orb. When Katarina 
is kidnapped by 
Argos, Alex sets 
forth to right 
all the wrongs and 
save Keire Island. 
In the process, he 
will discover the 
mysterious link 
between Katarina, 
his heritage, and 
the ancient Dragon 
World. At many 
points throughout 
the game you will 


witness cinema |(iRRRRSESS 


scenes that tell the 
story, much as they 


as you dash ac 
deserted street, and 
outa challenge. 


do in Final Fanta: 
III where the story 
just takes over. Alex is 
witness to some events, but other scenes cut away from the 
present action to show Argos and other characters plotting 
evil deeds. The story follows a familiar line, but the anima- 
tion of the story-telling sequences adds to the excitement. 
Interestingly, much of the text is written in the second per- 
son, telling you what you see and feel. 


Animated cinema scenes reveal much of the 
Dragon View story. Sometimes, important 
clues are revealed automatically. 


see Regional maps show 
details like roads, 
towns and dungeons. 
The Overworld map 
of Keire shows your 

} location on the island 
and the regional maps 
that you have col- 
lected. 


Town areas include shops for pur- When you step inside a building, you 
chasing items and weapons, peuple may find helpful people or items. In 
le 


who may have clues, and a temp! this case, the monks offer advice, 
poereival can save the game and healing and the Save Game option. 
eal Alex. 


, 
ey) 
AN ACTION PAK qe 
From hunting monsters in the open ENEMIES ABROAD 4 a a 


for Jade and Experience Points to 
exploring dungeons filled with puz- 
zles and traps, Alex must be ready to 
fight at every step. Play control is 
good and the ability to jump means 
that you can move inall three dimen- 
sions while fighting. You can also 


select different weapons, like the — Enemiesinthe Qverworldare Battle the monsters to gain When you close in on the mon- 
spinning Hauza blade or the Bow _ sutrounded by their vile, Jade (money) andExperience _ster, its mist surrounds you for 
Underworld mists. before tackling the bad boys of —_ the duration of the battle. 


and Arrow, once you've collected the dungeons. 
them. Although movement is not 
quite as free as in Zelda games, it gives 
you the same feeling of involvement. 


Keep in mind that you can move in 
three dimensions. One useful tactic is 
to jump behind enemies and to attack 
from the rear. 


Items and weapons pay be used with the A 
or Y Buttons. As in Zelda games, your strate- 


gy of weapon and item choice may determine 
your fate, 


Dungeon areas may be vast mazes or a single Dungeons contain boss or guardian enemies with 
Weapons can be powererup to higher levels room. You'll battle the fiercest monsters in such —_ long Life Meters. While the battle rages, 
if you find hidden Power-Up locations, like the places, but you will also find puzzles, booby- remember your items, such as Heal Potion, 
one shown here in the Fire Cave. traps and treasures. which may give you the edge. 


FIRE POWER 


Fs 

Before heading off to the Fire 

Cave, heed the words of Damme 

and seek out the stone with the The sword poweris foundin ahollow stumpin 
= the north end of the valley beyond Galys Pass. 

secrets of the sword written on it. 

Cross Galys Pass and head south- \ 

east. Within agiant stump ina bog Scales fe fo Pile secs isto 

is si e. y a = step into the fire and drop down to the 

is the stone. The awesome power next level. After dousing the flames here, 

you'll learn there can defeat many .) return to the upper level to proceed. 

enemies with a single shot, but 

you'll lose a portion of Life 

Energy. You'll further increase 


your power in the Fire Cave by —Themonstersin this area give youlots of 
defeating the Fire Genies. Experience Points. You can gain several levels. 


In the Fire Cave room with the large flam- 
ing pit, youl notice that your Dragon 
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Batman and Robin won't be catching 
any winks once players plug in 
_ Konami's new one-player action tide, 
The Adventures of Batman & Robin. 
The greatest villains of the comic book 
world have conspired to keep the 
| Dynamic Duo sprinting from one hot 

_ Spot to another through eight levels of 
Bes 1 action and perplexing puz- 
ales. With Robin’s assistance in some 
levels, Batman must make use of his bat 
weapons, brains and fighting skills to 
foil the nefarious plots of the Joker, 
Poison Ivy, the Penguin, Catwoman, 
the Riddler, Two Face, and Scarecrow. 
It’s Batman's most exciting challenge 
on the Super NES to date. The graphics 
and sound are as good as those inthe | Wiss , 
animated series, and the play control | ory" 
will keep you coming back for more. (©1994 Konami 


|| THE ADVENTURES OF 


BATMAN & ROBIN 


oo CRAPPLINC CUN 


The most useful (and 

‘ TS the most often 
used) of 

ee Batman’s 
wonderful 

tools is the 

Grappling 


Gun. This device 
fires a grappling hook and rope 
straight up or ata 45’angle. If it hits a 
wall, ceiling or other solid surface, it will 
sink in and Batman can use it to climb up 
or to swing along the are that it forms. 
You'll find that it can get you out of 
impossible situations. 


Go BAT ATTACKS 


Batman was the first super hero 
to rely on science and technolo- 


gy to combat the maniacal The Batarang is a tool that The throwing stars come in 
genius of his foes. In fact f Batman never leaves behind. bunches of nine. Afsrnine 
nar As x ES You can throw it as often as is tosses, you'll have to refill 
Batman is just an ordinary guy needed. The long-range attack your supply. Use them to 
with tons of cash to spend on ter- gives Batman the edge against _inflict extra damage on r 
rific toys, as Nicholson once put many of his arch-enemies. lar enemies and arch-villains, 
it. The tools and weapons shown Ceti 
here can be carried in your a 
Batbelt at all times, but only cer~ bid Seaes the lights 90. out Barman ofits feels 
ae ae ile Batman pursues his inhis belt. Toss 
tain items are necessary in each E crooked quarry. That's when at enemies to incapacitate 
stage. Only the driving stage, the Flashlight proves invalu- them for five seconds. After 
Trouble In Transit, requires able. If you leave it back at that, they'll get back up and 
# the Batcave, you'll soon be in attack again. 

none of these toys. (Instead, the dark. 
you'll cruise in the Batmobile.) Gate Cur anaes 
Once an item has been added to 
the Batbelt, you can find it by Scarecrow has brewed a tox- Who pee hat itd 

_ . ic concoction to poison the may be solved with these 
scrolling through the list of . professors of Gotham U. With amazing goggles? When you 
tools. Since it can take time to S the Gas Mask protecting him, putthem on, you can see 


scroll through all eight items, Batman can breathe easy. through false fronts and dis- 
you can choose to leave some 


guised passageways. 
behind. Some of the items, like Gare: GFT an 
the Plastic Explosives, must be 


; = ‘ : These little grenades explode The sleeping gas in the Spray 
refilled. Other items, like a key ; on impact when thrown. They Gun knocks out people at 
card, are found during play. 4 can damage enemies, but their close range. (The Smoke 


primary use is for blasting Bombs are thrown much far- 

holes in walls. If you find your- ther.) Certain enemies won't 

self in a dead end, blow it up. take damage, so put them to 
sleep instead, 


VOLUME 68 31 


The last laugh may be on Batman unless he takes we first sreaiicses ioe eae 
care in this fiendish carnival ride of a stage. aoe fire and jump Kick the nfo 
When the plea for help comes in, Batman rushes guys. You won't need any special 
to Gotham City’s amusement park where the tools to clear this area, 
Joker has threatened to take the kids fora ride. As 

Batman runs through the streets, he will meet 

and greet thugs—some unarmed, some with pis- 

tols, while others pack assault weapons, Get used 

to these guys because you'll keep running into 

them throughout the game. At the end of the 

stage you'll find yourself ona desper- 
ate roller coaster ride chasing down 
then facing down the Joker and his 


But seriously, folks, Batman will have to laughing gas grenades. 
use the Grappling Gun to avoid being OS a eae 
crushed by giant blocks and to swing 
clear of beds of spikes. When Joker dolls 
heckle Batman with hot lead, duck and 
wait for a break to close in. The giant Toy 
Soldier has a weakness in the head, Run 
up the toy rifle to attack him. 


The wooden head of the toy 
soldier in the Fun House 
can't take Batman’s pum- 
meling. Run up the slanted 
barrel of the toy rifle and 
jump up to hit the soldier in 
the nose. You might take 
some damage, but you'll 
take more damage if you 
fall back to the floor. 
Batman won't need to use 
any special items here, 
either. Jump kicks are accu- 
rate and effective. 


MEAN Cree 


Green Ivy mayhaveagreen Green Ivy will pin Batman with her pod 
thumb, butshe'llfingerany- attack if he doesn’t duck out of the way. You 
one who touches her plants. _ won't have a gas, like you did earlier in the 
Batman must save the parks _ level. Instead, try plucking this perilous 
of Gotham City by tracking — weed fromadistance with your Bate 
her down through a forest. 
Ivy has taken steps to insure 
that Batman fails. Her green 
team is lying in wait along a 
booby-trapped course. 
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“care |" CARE 
Caer Py 


Be sure to pick up the Heart from in front of the 
garage after you've beaten the enemies in that area. 


Tilt COASTER 


Once Batman leaps aboard the roller coaster, it’s a one-way trip. You'll have to 
watch out for the Joker's floating grenades, then hit them back when he starts 
tossing them at you in the head-on perspective. 


When the guys packing rifles show up, jump toward 
them and kick. Their shots will pass beneath Batman 


When the grenades start their descent 


The best position to take on thé’coaster is between the first and second cars. If Batman squats down here, he'll toward Batman, hit them back at the Joker. 
only have to fend off the low-thrown grenades. Your timing must be precise, and:you can't 
allow Batman to take too many hits. 


cn pals i ee 


When the exclamation mark 
appears, it’s a sign for Batman to 
jump to the Joker's roller coaster 
train. Wait for the closest approach, 
then jump. When you and the Joker 
are face to face, fight him with low 
kicks while avoiding the occasional 
grenades. Most important of all, 
don’t jump. You don’t want to. 
get knocked off. 


Holy Spores, Batman! That pod is 
Green Ivy's precious pet. This little pod 
of horrors attacks the Blue Knight 
with a long, stinging root. You'll have 
to duck the root and wait for the pod to 
open. Hit it with the Batarang. When it 
goes nuts, move to the far right, dodge 
the stars, then moye in to throw the 
Batarang. At times, Ivy gets into theact 
by shooting thorns. 
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4% FOWL PLAY 


Fowl fiends have flocked to the Gotham Museum 
to steal a priceless work of art. Robin directs 
Batman’s rescue of 
four guards then 
helps him find the F 
curator and the 
Penguin. He also 
provides the Key 
Card that lets you 
intoall the rooms. 


OIL C pyc) 

BRD Or ext] 

Before pounding the Penguin, but after using 
the four digit code, which changes each time 
you go to rescue the curator, you'll have to van- 
dalize the vulture. Wait until the bird is at arm’s 
length, then punch it in the beak. 


When it comes to this Penguin, h 
a tougher bird than he loo. 
Dodge the chopper’s shots and wait 
for the Penguin to land on the roof 
after his little flight yia umbrella. 
Getinasmany hitsas possible when 
the Penguin is down. You'll have to 
repeat the process over and over. 
Your biggest problem.will be stay- 
ing clear of all the bullets. 


's 


When the vulture is at arm’s length, punch itin the beak: Several 
hits will cook this goose. 


e+ TALE OF THE CA 


When Catwoman prowls the high places 
of the city, Batman pursues her to the end. 
The graphics are stunning in this level, 
but the play isn't as hard as some of the 
other stages. After climbing to the tower 
tops, Batman and Catwoman tussle in an 
elevator. He then chases her and they 
plummet into the city canyon. If yousnag 
a pole with the Grappling Gun, you'll go 
onto fight Catwoman ina backalley. 


MINE LIVES 


Catwoman won't give up easily, but there’s an easy 
method to beat her. Use the Batarang to stun her 
momentarily, then jump in and hit her. Immediately 
jump back out of range of her whip. Repeat the pro- 
cess until she purrs for mercy, Now you can present 
her with Isis, her pet kitten. 


34 NINTENDO POWER 


Go TROUBLE IN TRANSIT 


skillfully if you hope to catch this thief. 


touch the curb, you'll lose speed. 


With only 65 seconds to navigate these city 
blocks, you won't have much time to admire 
the view. Memorize the route as you see it on 
the map: left, right, left, right, left, right. It’s 
even more important to know the lengths of 
the blocks. 


CAP NhUt@mal 
) CARECKONW 
Old Pumpkin Head dances on the tip of the plane's wing no matter how wildly it pitch- 


es and tilts, You must do the same. Once again, the Batarang can stun your foe, giving 
Batman a chance to leap inand geta hit, then jump back out of attack range. 


Two Face and his gang of hoods have made a heist at Gotham 
City Bank. Now Batman must track them down in the Batmobile. 
You're the designated driver in this overhead-view stage that 
begins in the grid of Gotham’s downtown streets and winds up 
on the high speed highways heading out of town. Innocent dri- 
vers can get hurt if they’re not careful. You must drive fast and 


(> PERCHANCE TO SCREA 


Use the Power Slide by pushing the Left or Right Buttons to keep 
up your speed through the turns. When you're near an intersec- 
tion, start your Power Slide from close to the middle lane. If you 


M 
Scarecrow never amounted to 
much at school, but in his own twist- 
ed way he was a genius. Now, he has 
invented a toxic gas to pay back the 
brains at Gotham State University. 
Make sure Batman brings the Gas 
Mask along for this little frat party. 
Once you reach the roof, Ro>din— 
piloting the Batplane—takes you to 
Scarecrow’s 
command 
blimp. Use the 
Grappling 
Gun to swing 
along the bot- 
tom. 


When the Riddler kidnaps Police Commissioner 
Gordon and his daughter, Barbara, in a virtual reality 
game, The Maze of the Minotaur, Batman cleverly down- 
loads himself into a virtual nightmare. There he is beset 
by numerous riddles, secret warps and hidden passages. 
The Plastic ~~ 

Explosives py: 
are essential 
for blowing 
down false 
fronts. You'll 
also have to 
get used to 
the new 
rotating per- 
spective 
whenever 
you turn cor- 


Inthe first riddle, a straightline isn't as 
shart as you might think. The second rid- 
dle requires a musical key with no 
sharps. To solve the final nddfe, you'll 
have to use your brain. Afterwards, use 
the Walls to jump over the Minotaur so 
you can hithim from behind, 


The next 60 second section of pursuit 
takes you on an expressway filled with 
other cars. Although the turns are 
more gradual here, you'll stil] want to 
use the Power Slide in order to keep up 
your speed. Dodge the cars in this section 
rather than shooting them. Two Face is 
justahead. 


CieS) MOMS 


Suddenly, Batman falls to a giant chess board. 
Clearly, the Riddler thinks Batman is just a 
pawn. When the Riddler appears in the sky, 
getready for the ultimate test. The chessboard 
ahead will shatter with bees step while the 
Riddler 
fires at 
you with a 
laser. Keep 
moving. 


be THE GAUNTLET 


Tn Gotham City, there’s no such thing as a permanent sentence. 
Even though Batman and Robin have put these masterminds 
behind bars earlier in the game, they have escaped to torment 
him one more time, In The Gauntlet, you must battle the archyil- 
lains and other fiends, one after another, and their attacks have 
changed for the worse. Will Batman survive this perilous parade 
or will the Batsignal be silenced forever? 
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Ton Games of 1994 


What can we say that hasn't ‘ dered 16-bit game. Every single 

already been said about this ' _ character and item in the game 
Kong has been. 3 has been created with the ACM 

from obscurity and AD. \ { ; technique for an exciting new 

he’s changed the face of the 4 4 look that we can expect to see 

video game industry f .On a ‘ more of in the future! The look 

the eve of the so-called Super f and feel of Donkey Kong 

System Revolution, Donkey : Country has raised the standard 

Kong Country has proven that : of video games forever. Lor 

the 16-bit market is still evolvi gone are the days thata 

far from ready to roll ove! with substandard grap! 
DK Country is the first fully ren- : beaccepted by game 


Donkey 
~ Kong 
Country 
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Mortal Kombat II was a great fighting game with 
good graphics and play control, but it also marks a 
change in Nintendo's approach towards the video 
game market. When the original Mortal Kombat was 
released, there was an outcry of censorship! With 
Mortal Kombat II, Nintendo let the public make its 
own decision as to whether or not the violence was 
their cup of tea. Not only does Mortal Kombat II have 
all of the moves of the arcade hit, but it also has great 
graphics and play control! 


great arcade 


game that suc- 

cessfully made ;" 
it to the Super 
NES without 


losing its appeal. NBA Jam isa sports game that 
appeals to a players that may not typically care for 
sports games. Sports fans enjoy playing as their 
favorite pro basketball player, while gamers enjoy the 
speed and flow of the game. Codes became an inte- 
gral part of the game for the first time with NBA Jam. 
While this is a great game on its own, the codes and 
the character that they ad to the game place NBA Jam 
above all other sports games in 1994. 


Super Metroid is Samus'’s third adventure, but the 
first to appear on the Super NES. The added power of 
the Super NES helped drive this game to dimensions 
that the first two Metroid games could never even 
dream of reaching. Game play and storyline are 
where Super Metroid has gained its place on this years 
top games list. Super Metroid is a hybrid blend of 


action and adventure that drives you to play it over 
and over. When Samus and the Mother Brain collide, 


you know that there is going to be trouble! 


Although Final 
Fantasy II 
arrived late in 
1994, it still has 
madea big 
impact on play- 
ers. Square Soft’s second Final Fantasy game on the 
Super NES, this game took all of the great features 
of Final Fantasy Il and improved them. FF III isan 
epic adventure to the fullest extent. There are a 
wide variety of characters for players to choose 
from and there are many different paths to take 
throughout the game. FF III has set a standard that 
will be difficult for other Role Playing Games to 
match. 


Shiny Entertainment wriggled out of the pack this 
year and presented us with a well deserved hit 
game. Earthworm Jim introduces us toa fresh and 
entertaining character, and leads him througha 
series of hilarious adventures. Shiny enlisted the 
skills of a truckload of cartoon animators and let 
them loose in the video game world. The after- 
math is an incredible game that plays like a car- 
toon. Tongue-in-cheek humor is laced throughout 
this pak, making it a great gaming experience. 


Capcom took its famed NES hero and 
revamped him for the Super NE 
resulting in a great transition for Mega 
Man. The graphics in the Mega Man 
series have always been a step above 
most of the other games on the market, 
so it is only natural that Mega Man X 
would look good, but it plays like a win- 
ner as well! Other notable classics that 
made the successful move to Super NES 
this year include Super Punch-Out! 
The blue bomber just got there first. 


Although this game has just recently been 
released, we included it because of the incredible 
graphics. Uniracers is the second game to use the 
ACM rendering technique that makes Donkey 
Kong Country look so good. This also allows the 
game to move at speeds neyer before seen ina 
Super NES game. A strong two-player game, 
Uniracers incorporates the racing action that 
made Super Mario Karta classic. This isa game 
that must be played to be appreciated! 


We pondered over this choice fora 
while before we could make a decision. 
Some players would argue that Tecmo 
Baseball has more realistic graphics 
than Ken Griffey Jr. Presents MLB, 
but we decided that a baseball game 
needs more than just realistic graphics. 
The play control is well balanced and 
easy to understand while the team edit 
feature and the full season mode make 
this game a favorite. 


Super Street Fighter II is the game that Street 
Fighter II Turbo should have been. It is the best 
Il the Street Fighter II games, but it isn’t as 
different a game as players would have liked. 
The play control and graphics have improved 
from the original game, and the new characters 
and scoring systems add depth. If you already 
have one of the otherStreet Fighter II games, 
then you might be disappointed with this one, 
but if you're new to the fighting game format 
this is the one to get! 
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When Super Mario Land 2 —6 Golden Coins 
hit the market, it shot straight to the top of 
the charts. Not only was this great game big- 
ger than the original, but it introduced play- 
ers to Mario’s arch-enemy, Wario! Wario and 
all of his evil tricks became so popular, it was- 
decided that he should star in his own adven- 
ture. Wario Land: Super Mario Land 3 com- 
bines all of the gaming elements that made 
Mario games popular, with the fun of being 
bad. You can’t miss with a plot like that! 


When you team-up Wario with 
Bomberman, you get one explosive game! 
Wario Blast is one of the first multi-play- 
er Super Game Boy games, and it’s defi- 
nitely the first to use a multi-player 
adapter! The one-player game is involving 
and fun, but the real fun comes into play 
when you can get several friends together 
and start blasting each other to bits. 


Donkey Kong’ latest Game Boy release also 
hit the top of the charts this year. The release 
of the Super Game Boy changed the way we 
look at Game Boy games forever, so it would 
only make sense that the first Super Game 
Boy Enhanced game would make its mark. 
If you liked the classic arcade Donkey Kong, 
then you won't want to miss this latest rendi- 
tion, with nearly one hundred kong climb- 
ing levels. 


Mega Man's latest Game Boy adventure fol- 
lows the same basic storyline as the rest of his 
adventures, but pits him against a whole new 
battery of robo-enemies. Mega Man V is also 
the first of Mega Man’s adventures to take 
advantage of the Super Game Boy. While the 
game is great fun when you're playing on the 
Game Boy, it is a nice bonus to play the game 
on your television when you're at home. The 
color and border help improve an already 
great game! 


It was the second biggest Super NES game, 
soit figures that it would do well as a Game 
Boy game! Compared to the original Game 
Boy Mortal Kombat, Mortal Kombat II is 
greatly improved. It is easier to control, the 
graphics are much easier to see, and the 
fatalities have been left intact! If you're 
looking for a fighting game that you can 
take anywhere, then MKII is the game for 
you. 
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This year promises more 


change 1n the video game 
world than ever before. 
Donkey Kong Country 
proved that the Super NES 1s 
still the home of the world’s 
best games—a position it 
will hold until next fall when 
the Nintendo Ultra 64 
arrives. This spring, it will be 
Game Boy's turn to receive 
the same software super- 


charge when Donkey Kong 


Land debuts. You can also 
hold your breath for Kirby 
2—a Super Game Boy action 
feast. The megahits will con- 
tinue to roll on the Super 
NES, as well. Acclaim's NBA 
Jam Tournament could be as Ee 
much of a phenomenon as 
Mortal Kombat II. Square's 


Secret of Evermore moves 


adventures into a new 


Simensiomobdeptinang ey Kong 1s returning sooner 


intrigue while Commanche ’ you might think. This time 

storms onto the scene with Banna will sah in 
SEED ir ACM (Advanced Computer 

innovative 3-D graphics. _ F ing) sales sea sues 


Kyle Petty Racing from _ Game Boy audience. 


| Rare began working on thisgame 
back in the early Donkey Kong 


Wilhams promises some of 


the best graphics ever and Cor butdevelopment 
Electro Brain's Dirt Trax FX slowed last fall as DKC was finish- 
= ing up. We took our first look 
proves that you don't need before the Super Game Boy pal 
expensive add-on systems to was added, but even then it was 


produce great, nngh-tech obvious that the magic of rend 


animation knew no bounds. 
games. amazing as the graphics of, 
Country are on the Super the 
smooth, 3-D animation of Donkey 
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Kong Land on 
either Game Boy 
or Super Game 
Boy iseven more 
astounding. The 
techniques that 
Rare used are the 


detailed characters of DK and 
the other inhabitants of this 
new world would stand out. And 
the four mega-bit game will 
ultimately have about as many 
or more levels as Donkey Kong 
Country, including lots of hid- 


same for both den bonusareas. 
games, but the This is possible, 
games themselves 


are very different. The Game Boy 
version isn’t just a four-color 
remake of DK Country. In Donkey 
Kong Land, DK has new friends 
and enemies, and all the levels are 
completely different. As for the 
small color palette, you may wonder N T N T E NDO 
how Rare was able to create 
the sort of 3-D characters seen 
in DK Country. They had to 
select colors carefully so that 
the characters would not get 
lost in the backgrounds. They 
also simplified the back- 
grounds so that the amazingly 


AN 
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even at the lower memor’ 
because the four colors it uses 
don't take up nearly as much 
memory as the hundreds of 
colors used in DKCscreens. 
The new characters include 
flying pigs,a mole,aram,and 
tornados that you can hop 
onto and ride. Familiar charac- 
ters include bees and 
Kremlings. Although some of 
the areas are new, like the 
underwater temple, others are 
similar to ones in 
DK Country, 
including the 
caves and the 


snow, jungle and 

forest levels. The 
story is still being developed as we 
goto press, but next month we 
should have more on it. In the 
meantime, check out the rendered 
art models for the game. This is the 
actual artwork that used in 
», reduced palette form for Donkey 
Kong Land. Will wonders 
never cease? 
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From the battle 
scarred monitors of 
PC war sim gamers to 
your Super I 
new vers 


the pilot to race 
through the war- b 
canyons 
the game. 


The 3-D environ- 
ments through 
which you fly your 
Commanche attack 
helicopter, at 20 
frames per second 
on its 30 missions, are 
exceptionally realis- 
tic. Equally realistic 
are the enemies lined 
up to fire on you. In 
turn, you can 
unleash a wicked 
arsenal of missiles 


play are 
layer modes 


ones to | 
nounced 
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What video game hero has the 
most inflated sense of himself? 
Kirby, of course. Kirby 1s scheduled 
to return this summer to 
the Game Boy, scene 
where he got his start. 
Kirby 2 1s being designed 
for the Super Game Boy, 
and it makes full use of the 
color and audio capabih- 
ties of that system. 


As youcan seein the shots 
taken froman early ver- 
sion of the game, Kirby 2 
follows the action adven- 
ture pattern of Kirby's 
Adventure for the NES. The 


Kine the fish and Coo the ow1.( ‘As 
with all games in develop- 

ment, the names may 

change.) When Kir 

joins up with his animal 

pals, he is given special abil- 

ities. He has new attacks 
and the ability 

swim. His new friends 

give him added protection. 
The game has tons of hidden 
secrets and areas, just like 
Kirby's Adventure did. Kirby 
himself continues to huff and 
puff, blowing himself up bal- 


were excellent, and the 


loon-fashion in order to floatand game felt finished even though it 
spitting out enemies to defend him- was only about 70% complete. The 
self. Kirby's huffing and puffing Kirby action should begin in May or 
controls in the version we played June. We'll keep you posted. 
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SPECIAL FEATURES 


The action pits one, two, three or four players 
against the computer or each other. You'll need 
a multi-player adapter to jam with four players. 
All that hasn't changed. What's new? The biggest 
change is that the team rosters are bigger, allow- 
ing you to choose your hottest stars or put 
together a duo of players that rocks. You can 
substitute players, as well, which is important 
because your guys can now sustain injuries dur- 
ing particularly heavy impacts. Another nice 
addition is the new battery backed-up memory 


that lets you hold on to your records. There's evena 


practice mode for learning all the moves. Since each 
player in the game has been ranked onascale of 0 to 9 in 
eight skill and strength categories, there's a lot of varia- 
tion between players. But the real thrill of NBA Jam 
remains the same—great multi-player action with awe- 
some slam dunks. The animation, sound and play con- 
trol are all as good or better than in the original game. 
For fans of NBA Jam who have been waiting for the 
definitive edition, this is it. Acclaim should have this one 
out on the streets by early spring. 
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SQUARE 


Tentatively titled The Secret of 
Evermore, this game utilizes the 
Secret of Mana game engine, 
but the story, artwork and goals 
are all homegrown. The devel- 
opment center at Square's 
Redmond office has been work- 
ing on the game for over a year 
at this writing and will have put 
in more than 18 months by the 
time of its completion. 

Their efforts look terrific, from 
the SGI rendered boss characters 
tothe open architecture of the 
design. In this game your teen 
heroand his dog explore the 
nightmare world of Evermore 
and seek to restore its balance. 
The 24-megabit game features 
the item wheels from Secret of 
Mana, Mode 7 sections, a battery- 
backed memory andastoryline 
that includes references to popu- 
lar movies. The hero's dog trans- 
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1995 will be the year that Square 
Soft brings its unique talents for 
developing classic adventure 
games to the American scene. 
Square's first American 
designed and programmed 
adventure 15 due to be released 
early this summer. 


ct UB 


forms into helpful formsas you 


pass through prehist 

a volcano, ancient templ 
future city and other ar 
Other innovations include 
Cinema a trademarked 
technique for smoothly display- 
ing game and text dialogue, the 


jungles, 
a 


mies to help you in battle,and 
multiple solutions to puzzles. 
With all these goodies, The 
Secret of Evermore could well 
become one of the biggest 
games of the year. 
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Here's what they're saying. 
First of f, the game looks 
awesome because it's 

being developed on 

Silicon Graphics worksta- 
tions in much the same 

way that Donkey Kong 
Country was created. The 
resulting 3-D view 

includes detailed animation 
everywhere you look, from the 
cars to the pits to the background 
areas, and all of that adds to the 
feeling of incredible speed. 
Michael Abbot, who worked on 
the music and 
other aspects 
of the game, 
takes pride in 
pointing out 
the varied 
sound of this 
24 megabit 
game, includ- 
ing a digitized 
voice-over » 
announcer, 
pit crews who tell you what's going 
on, revving engines and 13 rock 
song tracks. That variety sounds 
great, but the variety of 28 tracks is 
even greater. Kyle Petty helped 
the team by pointing out some of 
the intricasies of NASCAR racing, 
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WILLIAMS 


including th 
each track. The 


puter model tal 


to hel cteateareal 
NASCAR feelin 
Those track conditions 
include dramatic 3-D 
banking and. surface 
conditions. Unlike many raci 
ge ames, No Fear is designed t 
you in the pack where strategic 
driving wins the da -If the 28 628 
tracksar 1'tenough tokeep 

busy, there is also a custom trac k 
building option, which may be the 


coolest feature of an otherwise 
awesome new racing title. We are 
all going to have to wait until the 
early summer to lay our hands on 
this one, but it will be worth the 
wait. 


S U Pek 


Electro Brain con- 
tinues to grow as 
one of the third- 
party hcensees 
willing to take 
exciting risks 1n 
game develop- 
ment. In 1995, 
one of those 
games will be 
Dirt Trax FX, a 
polygon environ- 
ment, Super FX 
game featuring 
dirt bike racing. 
The 3-D anima- 
tion that made 
Stunt Race FX one 
of the best racing 
games of "941s 
being used by the 
developers at 
Sculptured 
Software. 


One of the radical differences 
between Dirt Trax and Stunt Race 
is the use of 
sprite characters 
for the bikes and 
riders rather 
than polygon 
vehicles. 
Graphically, it 
looks great, and 
the speed of the 
new Super FX 
chip helps by 
redrawing the 3- 
Dtracks with 
realistic speed. 
Also keep in 
mind that Dirt Trax uses the full 
Super NES palette of 256 screen 
colors at a time fora richer look 
than any previous Super FX game. 
On the racing side, the game fea- 
tures one- or two- player modes. 
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32.72 Lap 
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The split screen view can 
also be used in the one- 
player game, with the 
extra screen showing 
side or rear views. There 
are eight opposing char- 


ct U- B= 


acters, each with his own racing 
style, and in the Hit And Run 
Mode you may find them slam- 
ming into you. A special Party 
Mode allows you and up to seven 
friends to compete ina one-on- 
one, single elimination tourna- 
ment. No matter what mode you 
play, you must always watch the 
track for obstacles like mud, pools 
and jumps, with realistic water 
spray as you plow through the 


Dirt Trax promi: 
great racing action in 
a unique 3-D envi- 
ronment for one of 
the biggest amateur 
in America. 
Electro Brain doesn't 
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expect to put the finishing touches 
on this one until the spring. Don't 
expect it on the shelf before 
August. 
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When all of the action started early last summer, who could have guessed 
that PowerFest ‘94 would become so huge? After nearly 140 preliminary 
events, the best players in North America converged on Sea World in San 
Diego. In total, 132 competitors would vie for the Title of Video Game 


Champion; of those,only one would make it. 


Before the player’s even arrived in San 
Diego, the PowerFest crew was working 
‘round the clock to create the most spectac- 
ular video games stage ever. Nintendo 
Power was able to sneak a quick peek 
behind the scenes before the show was 
ready, and man were we impressed! The 
technical wizardry that this show used was 
incredible. The sound system had been on 
tour with the Grateful Dead, and had the 
power to blast the music throughout all of 
Sea World, while the light show was by far 
the biggest indoor spectacle that the park had 
ever seen. When you mix ina truckload of televi- 
sions and Super NES's, you get an awesome gam- 
ing arena! 


The players began arriving in San Diego on 
Friday, November 18, from every corner of the 
US.. Finalists represented a wide range of ages 
and backgrounds. Timothy Gebhardt was the 
youngest player at age 8, while Michael Cieslik 
represented the young at heart, at age 40. Many 
of the competitors knew each other well; some 
were friends, others were related. Michael 
Cieslik’s son and daughter, Chris and Amy, made 
it to the PowerFest finals as well. 

After all of the players arrived, Nintendo 
treated them to a total video game weekend! 
Wherever they went, there were video games 
ready for the finalists to practice their skills. 

Early Sunday morning, the competitors began 
arriving at the Finals Stage. There in front of the 
pavilion sat the grand prize, a brand new, red 
Ford Mustang. If the players weren't ready to 
play before seeing the car, they were certainly 
ready afterwards! After the crowds of onlookers 
were seated inside, the finalists entered the are- 
na ina cloud of smoke and a blast of fanfare. 
Most of them were a little nervous, but they all 
were ready to play. In the first round, the final- 
ists played the same Competition Game Pak that 
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Hours of preparation go intoa 
show as big as the PowerFest. 


they played in the local PowerFests. 
They had to complete the first stage 
of the Lost Levels, five laps in Super 
Mario Kart, then hit as many home- 
runs as possible in Ken Griffey Jr. 
Presents MLB. After every player 
gave it their best shot, the top 16 
finalists moved on to the next 


round. In the second round the top eight 


players moved on, then in 
the third round, the field -_ 
was reduced to four. 


In the Quarter Final 
round the top four players 
in the country were throwna 
surprise. They had to com- 
pete on a completely differ- 
ent game—the totally new 
Donkey Kong Country. Each 


player had five minutes to get as far in 
the game as possible, and only the top two 


scorers moved on to the final round. 


The final battle was between Michael 
Iarossi, of Garfield, NJ, and Brandon 
Veach of Hills, IL. As expected, this 
match was as close as they come. The lead 
switched back and forth between both 
players during the entire match, as they 
blazed through Donkey Kong Country. 
When the five minutes were up and the 


smoke had cleared, Mike had 
beaten Brandon by the narrowest 
of margins. The final score was 
2,418 to 2,304, making Mike 
Iarossi the 1995 National U.S. 
Nintendo Champion! 


Tension is high as the finalists 
get ready to show their stuff. 


Stix Franklin, from Radio AAHS in 
Minneapolis, and Ryan Francis, from the 
hit show “Sisters” battle it out in the 
Celebrity Challenge. 


The Champion, Mike larossi, with his car and his cash! 


3.0. ROTH, HOST 
(OF THE HIT GAME 
SHOW" MASTERS 
OF THE MAZE", 
MG/D THIS YEARS 
NINTENDO POWERFEST. AN AVID GAME 
plAyER HIMSELF, J.D. WAS PROUD TO RE 
PART OF THE CHAMPIONSHIP ACTION! 


HOw 39 THE MOST OUT OF YOUR New games like Donkey 


GUPER NEG: A CRASH ounce, ey so pest 


ing the Super NES to 
incredible new levels of 
graphics and sound. But 
the question arises: are 
u taking full advan- 
tage of the capahilities 
of ye juper NES? Odds are that you're not. Most Super NES owners connect 
their systems to their TVs using RF switches. That's fine--they're still able to play 
any game. But, if you really want to experience the full-on, full-tilt power of the 


Super NES....read on. 


CHECK OUT youR Sut MENT: 
1. FIND THE aupzo 


& EpFO os 


If you do have Audio 
and Video inputs on 


TV and Super NES. 
Attach the Stereo A/V Connect the yellow, 
Cable to the Super NES red and white plugs as 
MULTI OUT port. sttwatiere: 

Next, attach the yellow plug 4 

to the VIDEO IN inputon 

your TV. Attach the red and 

white plugstotheLeftand __ Here’st 

_ Right AUDIO INinputs. Disconnec 


inputs, con- 
d and white plugs 
there. Youcan strip the wires 
connected to 


stereo system 
eto be on and 
ve toselect the 


One, two, three! It's a 

breeze to connect the 

Super VHS Cable. 
Locate an um Left and 
Right Auxiliary Input and 
connect the red and white 
plugs to them. Then select 
that particular input. 
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THE MAYAN ADVENTURE 
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Ready Or Not... 


If you’re not ready to 
vine and swing into this awe- 
some jungle jaunt, then watch 
out, because Pitfall: 
is going tog 
hero of the cla 

action-adventure game Pit 
is back again after over < 
decade of dormancy. If you're 
expecting the same old stic 
figures and choppy 
you're stuck in the eighties! 
Those wonder wizards < 
Activision have cr 

acular Super NES sequel that 
is a feast for the eyes, ears and 
most importantly, the fingers. 
Pitfall Harry’s character looks 
and moves so real ally, it’s 
hard to tell whether he’s going 
to jump across a treacherous 
ravine or out of your television 
and into your living room. Do 
you think you can swing it? 
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THE MAYAN 
ADVENTURE 


Pitfall Harry and his adventuresome father 
have chosen a unique and exciting vacation 
spot in South America, but this trip has turned 
out to be more than the death-defying duo 
bargained for. At the legendary temple of 
Uaxuactum, Pitfall Y 
Harry stands captivat- - 
ed by the ancient ~) 
Mayan ruins. 
Suddenly, out of 4 
nowhere, an entity of “I 
unknown origin gy 
abducts dear old dad 
and disappears with him into the dense folinge 
of the jungle. All Harry can see is the shadow 
‘of the frightening 
ab@ claw that grabbed his 
dad. He quickly sets 
off bravely in pursuit. 


oa te 


f i 


Here s The Plan... 


Pitfall Harry has quite the journey ahead of 
him as‘he searches high and low for his miss- 
ing father. The terrain of the jungle is varied, 
and includes ten stages such as the Jungle, 
Waterfall, Mines, Ruins and Temple. 


P00 


The pitfalls open and close 
without warning, and they're 
just one of the many hazards 
Harry will encounter. Be sure 
to watch out for crumbling 


rocks, hidden holes and slip- ef 

pery rocks, toname justafew. “Yl .ze eS 

by saat 4 If you are skillful 
oO Or0 ca <2x3 enough to guide 
i ese Harty through the 


obstacles to the 
end of a stage, 
you'll then have 
to face the ulti- 
__ Mate challenge of 
a powerful Boss. 
From the looks of 
this guy, it seems 
some of these 
foes are definitely 
out of this world! 


Ss 
~ 


STAGE ONE 


CEIBA JUNGLE 


Stage One, The Ceiba Jungle, is an excellent introduction 
to the many perils that Pitfall has to offer. Because of the 
unpredictabi the Jungle terrain and enemies, you'll 
become familiar with the many ways that Harry can jump, 
climb and attack. It only gets harder from here! 


If you want to make it through 
the stages in one piece, or at least 
reasonably close to one piece, 
don’t miss any opportunities to 
collect Items. Especially helpful 
are the Hearts and 1-Ups. 


Take note of the unique Life 
Meter. The closer the alligator 
gets to Harry, the worse the situa- 
tion is. When the jaws snap shut, 
you've losta life. 


START 


@ Whip It Into Shape 


These slithering little 
Snakes will make your life 
miserable—and short, if 
you let them get the best of 
you. Keep your eyes peeled 
for small, dark holes, 
becauseassoonas you draw 
near, those Snakes will 


appear. 


Harry hangs back a bit with whip 
inhand. Get ‘em before they get 
you! 


@ The Ups And Downs 


If it appears that you are stuck or have reached a 
dead end, look around for some handy helpers 
that are native to the environment. Who know 
help might just be a hop, skip anda bounce away! 


The Spider Webs in 
the Jungle are 
super strong. Don't 

f be afraid—use 
them as trampo- 
lines. You'll be up 
and away! 


These peculiar red 
bushes aren't rub- 
ber trees, but with 
their bungee cord- 
like properties, 
they might as well 
be. 


@ (Calling Him A Cheetah? 


The lord of the Ceiba Jungle isa [RR 
Cheetah, and no amount of 
cheating is going to get you past 
him. Thisis the time for Har 

use his powerful brain cells 

throw plenty of well-placed 
Smart Bombs. The Cheetah will 
run from each corner of the 
screen charging you. 


@ Slide For A Life 


Don’t pass up any opportunities for extra help— 
even Pitfall professionals will need it! To geta 1-Up, 
goleft from the glowing red eyes and take a leap of 
faith to the left. There will bea place to land! Grab 


diagonal vine and finish the 
stage as usual. 
The vine won't be 


Stock up on 
Smart Bombs, but 
if you run out, try 

throwing some 
Rocks instead. 


When Cheetah charges, you 
should be able to jump right over 
him. 
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Ge STAGE TWO ° 


Stage Two, Xibalba Falls, is as wet and wild as you'd imagine. 
Unfortunately, with Harry's father still unaccounted for, it’s 
not the best time to go for a swim. There are too many 
boomerang-throwing chimps monkeying around! 


NINTENDO POWER ep kA 


The flurry of feathers is reminiscent of an old 
Hitchcock film, but instead of Tippi Hedren, it’s 
our hero Harry who’s being bombarded this 
time! These bothersome Birds attack in groups, 
making them difficult to fend off. They are 
found near the end of the stage. 


Keep that trusty 
SEKwe 5 © Whip in motion to 
keep the Birds at 
bay. They aren't 
x 
KN 


easily frightened, 
5 though, so it takes a 
few hits. 


Ifyou let down your 
guard for the slight- 
est of moments, it 
could be all over. 
The Birds would love 
to dig their claws in. 


Have you noticed that frustrating 1-Up in the 
bottom right corner of the stage? It looks as 
though the only way to getit is to lose a life over 
it. Resourceful adventurers know there must 
be a way to cheat death and win a I-Up at the 
same time. Follow the instructions below to 
find out how! 


* Lt 34 O) 
If you jump from 
this ledge, you'll 
gain and lose a 
life in one fell 
swoop! You'd 
better look into 
finding a better 
way 


Jump all the way 
right. On that 
platform, push 
left and you'll 
rebound off a 
hidden spider 
web. The 1-Up is 
finally yours! 


Most important- 
ly, you'll land 
safely upon 
another platform 
after collecting 
the 1-Up. Just 
use the red plant § 
to bungee back 

up. 


@ The Great Divide 


When you reach the point with the horizontal vine, 
time to traverse the great “Waterfall Divide.” 


When you near the drop off 
point, beware of the waiting 
Dragonflies. You can use the 
Whip while on the vine to 
clear yourself a nice landing 
spot. 


There's really nothing to it! Harry will grab the vine 
automatically when you jump up to it. Press right or 
left to maneuver on the vine. 


@ The Goo-Goo Muck 


Under most circumstances, you can count on Pitfall Harry to be 
sure-footed. The terrain, however, cannot always be quite as 
reliable. Some of the smaller rock platforms and branches will 
give way within a few seconds of standing on them. 


Jumping from platform to plat- 
form in the Waterfall stage 

} requires quick reflexes. Don't go 
\ for an unexpected swim. 


were Ko 
Some rocks are plenty strong, 
but the green slime on them will 


Geo 


cause Harry slip right off with- 


out any warning! Sa02 fi ‘ Qaao 


@ Its Chili Up Here 


You and Pitfall Harry have almost made it to the 
end of Stage Two. When you make it this far the 
only thing on your mind is getting away from 


If you're up for the challenge, though, there is a 
way to go out with a l-Up. If you thought Stage 
Two was hard, you're going to need that l-Up in 
Stage Three. Instead of sliding down the vine, use 
the red plant to bungee up to the rickety bridge. 
Walk to the right and collect the Chili. Using the 
extra burst of speed from the Chili, run and jump 


4" 
x 


end of Stage Two. need for speed. 


a 


water and the vicious beasts that inhabit the area. __'ts tempting. Doyou 
choose the easy way 


or the hard way? 


- ome 
: ks Ne : Red hot Chili peppers 
to the right. The 1-Up will be waiting, as willthe are host whetyo 


@ Bungee Jumping 


If he keeps this up, Pitfall Harry's new 
nickname will have to be “Crocodile 
Bungee!” The clues below have their 
ups and downs, but a 1-Up and Smart 
Bombs will reward your persistence. 


First, locate the Raaad’ ee ae 
tubberyred plant <a 
which is sitting are 
between two 
rocky platforms "i 

sil 


and grab it. 


Atthe height of 
your bungee’s 
stretch, press 
the jump button 
to shoot straight 
up into the air. 


Hold to the right, 
and if you've shot 
high enough, 
you'll land upon 
another platform. 
Goodies await 
you! 


exe 


ENT 


Some take the high road and some take the low 
road, butin the end, it's enough of an accomplish- 
ment to have made it through without alligator teeth 
in your posterior. Good job! 
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STAGE THREE 


TAZAMUL MINES 


Stage Three, the Tazamul Mines, isa dark and spooky place. 
This deserted mine shaft was once a bustling operation full 
of busy gold diggers, but now it’s a haven for creatures with 
other things on their “mines.” Getting through this tough 
tunnel will be anything buta breeze! 


START 


GOAL 


@ Do The Locomotion 


No, it isn’t the latest dance craze, it’s a quick 
y for Harry to travel from one rickety sec- 
tion of track to another. Be sure to watch 
where you're going, though, because you can 
get off track quickly and without warning. 


Besides missing track sections, watch out for boarded up door- 
ways as well. The cart will go through, but Harry cannot. 


Harry will have 
to put his nose to 
the grindstone, 
or his heel to the 
steel, if he wants 
to make it! 


You know that Pitfall is full of behind-the-scenes 
action, Here’s an opportunity to collect a 1-Up that’s 
well hidden in the background. Those miners must 


have been pretty sneak: 


You noticed, near the 
beginning, the head of 
a helpful 1-Up. 


They aren’t barrels of 
fun, barrels of laughs 
or even barrels of 
monkeys—they are 
barrels that blow up, 
so stay away. Instead 
of using the whip to 
destroy them, stand 
back and throw rocks. 


From the start, walk 
left and shinny down 
the vine. 


Keeping a distance is the smartest 
plan when dealing with barrels. 


| eoros0 


Jump to the right 
to discover a 
secret passage 
then continue to 
the rightto collect 
that mysterious 
1-Up. 


Go down the vine until 
you reach this precise 
spot. 


Part of the fun of Pitfall 
is the fact that you can 
take a behind-the- 
scenes look and perhaps 
even find some goodies 
there. Be sure to try 
walking into shadows or 
behind walls—you nev- 
er know what's there! 


The rope is your clue that there is 
more here than meets the eye. 


These bats are enough to 
drive you batty. They swoop 
down, often in pairs. 


047760 


x87 


Whip the bats quickly. Ifthey start suck- 
ing your blood, they'll be hard to shake off 


Simon says it’s time to win some helpful items! Those paying sharp 
attention can really clean up in this one. Just pull the levers and bring 
up the icons in the same order that the computer doe: 


You then have to move 
the levers in the same 
order. 


The computer's first 
sequence is X, X, A. If you're correct, a 1-Up can be 


yours, 
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Pressing Down on the Control Pad and B will 
allow Harry to squeeze i 2 tight 
Keep an eye out for poss s y 
this one near the top of the stage. Who 
Stage Four, the Ancient Ruins, is where the heat of the what you can find when you're willing to get 
action is going to catch up with you—that is, if the heat of down and dirty. 
the jungle hasn’t already done you in. Not only have those 
nasty Rats and Bats followed you from the last stage, ther 5, This might be a 
are Scorpions and Skeletons here too! sioodplacelto 


do some crawl- 


ing around. 
Don’t these simple Scorpions seem out of place? It’s 
true—they don’t belong! If you go into the door 
behind the little bugger, you'll see where it came 
from. 


943 1004 


It looks like 
getting down 
‘on your hands 
and knees has 
What a difference about a decade of paid off. 
technology makes! Here's a chance to 
play the original Pitfall just for fun 
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Things are seldom what they seem when 
it comes to the wacky world of video 
games. Such is the case in this area. It 
appears that there is nowhere to go in 
this dead-end room, 
but if you look careful- 
ly, you'll find a special 
block in the upper left. 
Whip it to opena secret 
door and you'll be off. 


Sticks and stones can’t break his 
bones, but several lashes with your 
Whip will do it. 


These stealthy Snakes seem to 
lurk in every corner. They will 
lash out at you if you get too 
close. Several lashes of the whip 
will take care of the Snakes once 
and for all, but there may bea 
better way to use them to your 
advantage. Hit the Snake a few 
times, until it is unconscious. 
Then, you can climb up the 
Snake just as you woulda vine or 
rope! 


Once the Snake is put to sleep, itis as tame as 
a pussy cat. Feel free to walk all over it! 


PITFALL 


It doesn’t look like you have 
many options. Have patience. 
Soon, these faces will give you 
alift. 


Don’t jump 
now—the 
stony face is 
much too seri- 
ous to be of 

B use to you 
now. 


As soon as the face sticks its tongue out, 
you can bounce to new heights. 


WHAT’S NEXT 


Pitfall Harry is probably pretty harried by this 
time, but his imprisoned father is depending 
on him! You’ve made it this far, and that i 

something to be proud of. Despite the fierce 
South American beasts biting at your behind, 
you are certainly getting more than the aver 

age tourist's vacation. As you'll soon discover, 
this adventure isn’t even halfway over! After 
the Ancient Ruins, it’s back to the Ceiba 
Jungle..or is it? 


133 oO2z9 


ee 


@<30 


Stage Five, the Temple, brings the action home. Unfortunately, 
it’s the home of many a zombie warrior, and the welcome mat 
isn’t at the front door. 


This jungle scene seems familiar, but 
what's with the reptile on the rampage? 


— 


Let's hope this lily pad is secure. Other- 
wise, you'll be an alligator’s appetizer. 
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YEW TROUBLES, 
NEW TRICKS 


Sue web 


Aero’s found a whole new pile of trouble to get himself 
into. Luckily, he has also managed to learn a few new 
tricks that will help him escape from danger. Make sure 
that you master these moves when you first start playing. 
That way, when you discover some of these new dangers, 
you'll be ready to take them on! 


SLIDING 


If you need to sneak 
through a tight passage, try 
using the Slide Technique. 
Run toward the opening, 
then, just before you get 
there, press the X and R 
Buttonsat the same time. 


AERO FLIGHT 


If you grab the Aero Cape, 
you will be able to fly fora J 
short distance. Quickly 
look for secret passa; 
because the flight powe 
doesn’t last very long. 


STOP, DROP 
AND DRILL 


If yourun out of Stars and 
you need to defeat an 
enemy, try using the Spin 
Attack. After you jump 
into the air, hold the 
Control Pad in the direc- 
tion of your enemy and 
jump again. If you need to 
hit an enemy directly 
below you, jump up, then 
press the R or B Button to 
drill straight down. 


= et F 7 
ERKTOR a] CHALLE 
If you collect all four letters in a stage and manage to 
spell AERO, you can play Ektor’s Bonus Game and earn 
1-Ups. All you need to do is pick the cup that the 1-Up is 
under to win. If you see the cups flash, you can be sure 
that Ektor has cheated and switched the cups on you. 


wl Sar 


ATT AP KTS TYAAaPTT.7 

OUT OF THIS WORLD 

From the very momenthe steps into _ where everybody is out to get him. Is 
the Magician's Doorway, Aero starts _ the evil Ektor behind this mayhem? 


to have second thoughts. He's lost in There is only one way to find out. 
a strange and dangerous land, 


BELL TOWER 


For whom does the bell toll? Aero, of 
course! Make it to the top of the Bell Tower 
as quickly as you can. Be sure to look care- 
fully for hidden bonuses along the way. 
This stage is fairly easy, so try to collect as 
many I-Ups as you can—you'll need them 
later. 


rep swinging from the rope until you hear 
the bell ring. penyou hear it, you're mov- 
ing at top speed and you'll fly farther. 


After you exit the Magician's Doorway it’s 
going to disappear. Try to find the exit before 
it's too late! 


BOARDIN’ ZONE 


In order to reach Fort Red Star, Aero 
must work his way across the frigid 
ice fields. What better way to make 
up lost time then to grab your trusty 
snowboard and shred some snow? 
Aero is a master of the board, so use 
this stage to collect some 1-Ups! if : 
you spot aramp, speed up so you can 


catch maximum air. Hit the R Button to 
extend your hang time. 


Catch some air off the jumps and glide past most of 
the dangers before you land back on the slopes. 


ARR /RarrRe 
ODDZ/ENDS 

As Aero heads deeper into this mys- 
terious world, the dangers become 
wackier and wackier. If you keep a 
cool head and work carefully 
through each stage, you'll be able to Watch out for the bad guys Boogie down to the pumpin’ 


unravel Ektor’s evil plot and save the __ inside Fort Red Star! They get sounds of the Disco Fever 
fair Batasha tougher as the stage progresses. Stage. Talk about staying alive! 


Things are looking pretty bleak 
inside erformers’ Dungeon. 
Can you escape? 
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LAR COMBAT 


Another Mode 7 racing game is upon us. We're not complaining—Ubi 
Soft’s Street Racer is a worthy game. Some might compare the game’s 
theme and perspective to Nintendo’s Super 
Mario Kart. Like SMK, Street Racer features 
eight different racers to choose from. As you 
would expect, all eight have differing quali- 
ties. It’s an option-filled creation with a good 
variety of tracks to race on. 


Even race car drivers need a little 

diversion from time to time. But 

soccer? It's cool—just go with it. 
- I 

RTT You'll get the hang of itin no time 


SPEED: ill 
HANDL i nG :iNIHI 
ATTACH: III 
4 DEFEND: 
“START TH ECT 


Check the abilities of each driver before you 
make your selection for the upcoming battle 


TENDO POWER 


All racers who send back their 

registration forms after they pur- 

chase Street Racer will score 

themselves limited edition milk 

caps sets. Each set consists of six 
caps. A generous offer 
from Ubisoft, indeed! 


QDUAL=“PLAYER 
SPLIT 

Like any other two-player racing 
game, the relative positions of the 
vehicles will be shown in both win- 
dows. It’s like there are two separate 
races going on, when in fact, there's 
only one. All game modes (from 
Practice to Soccer) support the two- 
play er option. 


As you can see in both windows (from different 
perspectives) Sumo San takes a direct hit from 
Surf's Beach Towel Snap punch attack! 


SOCCER? 


One of the better Street Racer options is the four-player game. At 
first glance, it looks as if it may be difficult to play because of the 
cropped view that each player has. It’s OK—you're only concentrating 
on your car and the track, anyway. The only thing mi: 
head track view. 


ssing is the over- 


You can (and should) run into each other in both the 
Race and Rumble Modes. Knock the other racers out! 


Hodja, Suzulu, Frank and Surf 
have been selected and are 
about to do four-player battle! 
As you can see, the positions of 
all racers are shown, as well as 
the laps they are currently on 
and their times for the Race or 
Rumble 


The position of the cars can be confusing, 
Pay attention to your section of the 

‘ screen unless you're hunting another car. 
The Rumble Mode is justa 

group of amming into 


? A demolition 


g ral: it suddenly becomes fun! 
The goal is to ram the other cars 


This is strange—but, it can also 

e fun. Chasing the ball down 
nd hanging on to it will be 
your first challenge. It's not 
easy. When attempting a shot 
on goal, try pressing Up to get 
moreheight on your shot. Press 
LorR to make your shot curve. 


‘The play con- 
trol is more dif- 
ficult when 


surface. Your 
car slides more. ‘| 


This is true stadium 


soccer played the 


way it should be— 


‘on grass. OK, for- 
7 get the true part. 


off the edge of the playfield. If 


you choose the Hard Rumble, it’s 
easier to knock cars out of com- 
mission, but it’s easier for your 
car to get knocked out, too! 


Ces BIFF 


5 zi 
SODHN 

Helmut charges through the jig 7 

center of the playfield in search 

of another car to slamvinto. 3iN0 SAN re. 

There are no set patterns to RANK “f)_ 

use and there are no rules to go 

by! If you don’t go off the edge, 

you'll win...eventually. 


a 


4 
WING GOES IN 
bed ee 


iP MODE! 


Lar 


Twenty-four tracks. Eight racers. Four cups. One winner. 
Championship Mode showcases Street Racer racing at its finest! You can 
think of the four different Cups as four levels of difficulty. You'll get the 


The 


full spectrum of tracks when you race through and continue to qualify after each track. The 
tracks themselves don’t get much more difficult. It just seems that there is always a new track to 
learn—there are 24 tracks, after all. The competition heats up as you win more races and accu- 
mulate more points. It’s pretty simple: the racer with the most points at the end of the Cup wins! 


This is the so-called “eas- 
iest” Cup in the 
Championship Mode. 
There are six different 
tracks that you'll race on. 
After every race, you'll 
see the current Championship point stand- 
ings. The Championship Table screen will 
also let you know what the next track is. That 
knowledge may have some bearing on your 


BRONZE CUP 


Biff missed this Repair Kit. He was trying to 
pick it up in order to repair the damage to his 
car. 


racing strategies for the upcoming race. The Biff lets another racer have it with his base- 
ball bat. Press the L or R Buttons for 


Playback Mode can 
be used to view your 
racing technique 
after each race. 


Uh! That hurts! Watch out for 
Mines on the tracks. If you 
run over one of the starburst 
squares, it will blow up and 
you'll sustain damage. Look 
for a Repair Kit 


“AR: Low, green hot rod 

he grandson of the origi- 
nal Frankenstein monster, 
_ Frank isagood driver, but 
hei ISTE Very. br a His 
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his punch attack. 


AGE: 400+ yrs. 
: Magic cushion 


pane from Istanbul, 


- Hodja is a magician with 
more than a few tricks up 


his sleeve. Ottoman Dagger 


Swipe is his punch attack. 


Don’t get carried 
away with your 
attacks. The other 
racers will fight 
back. You can get 
distracted easily 
and, on a track 
with tight corners, 
you need to pay 
attention. 


AGE: Maybe 40 
CAR: Naturally-made 
Suzulu’s car is made out of 
all natural materials and can 
not withstand the beating 
that other cars can. That's 
OK—it’s 
fast! 


STREET RACER 


SILVER CUP 


You'll race on ten tracks during the Silver Cup. In general, 
the tracks are more difficult, but only six of those tracks 
are unique to the Silver Cup. The difficulty level is medi- 
um. The tracks are a bit longer and tend to have more tight 
turns than the tracks had 
in the Bronze Cup. Depending on what car you 
are racing with, it may be a wise idea to use the 
brakes as you enter a tight hairpin turn. If you 
get into a tight battle, use a Turbo on a straight 
stretch. 


Some racers can be easily warded off 
with Front, Side or Punch Attacks. 
Frank's Side Attack works pretty well 
‘on Surf. A monster springs from Frank's 
car and scares the daylights out of Surf. 


Frank takes flight on one of Raphael's 
home tracks. Jump or fly over obsta- 
cles like Mines. 


CAR FIGHTING: 
AUTO ATTACKS 


You can play fair if you want to—but we 
don’t recommend it. There’s no such thing 
s “driving defensively!” Each racer has 
ous methods of attacking his or her ri 
you're behind someone, use your Front 
Attack. Neck and neck with someone? Use a 
Side Attack or Punch Attack. It'll take a while 
to figure out which attacks your favorite 


d of allowing track hazards to snivers use bes 
jou down, press Up to jump drivers use best 
This keeps you out of the obstacle 


and will help keep your speed up. 


AGE: ?? AGE: 23 
CAR: Blue 4WD CAR: Italian exotic 
The baseball bat-wielding Raphael comes froma 
Biff likes to race his tough racing family. He’s a great Helmut has a great Side 
4WD on dirt and sand driver and his car is fast, Attack: spinning blades 
SE eG * . ; : Rascas that will rip into any car 
tracks. He’s much more at but he is easily angered if that comes near. 


home on these surfaces. 


youattack him. 
Fend off an attack 


RAPHAEL with an attack of your 
VAI own, just as Raphael 
‘ is attempting to do in 

this photo. 
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GOLD CUP 


Fourteen races await 
you in the Gold Cup. 
Other than the fact that 
there are four more 
races to complete, the 
Gold Cup isn’t that 
much more difficult than the Silver Cup was. 
And now that you've reached the Gold Cup, 
you're probably looking for something new 
to do. How about this? While you're looking 
at the Championship Table screens between 
races, press the Land R Buttonsto change the _Helmutis on his way to pick up a Turbo. You can 
intensity of the light on thescenein the back- Pepa Beis five Turbos pani 
ground. If you score 100 or more points, 

you've got a good chance of taking 
first place. If you accumulate 170 
points or more in the Gold Cup, it’s 
safe to say that youre top of the heap! 


Try your best to stay out of the water! The 
deeper the water (darker blue), the slow- 
er you will.go through it. 


Helmut is about to ram Hodja 
from behind. Maybe he should 
If you want to check your techniques, enter the Replay Mode after the —_use a Front Attack. 

race is over. You can rotate your viewpoint around your car. 


STREET RACER UTES 


I 5c is nay THINGS TO 
a (eS Ee LOOK OUT FOR 


Tir ae come out on top 
64, ~/ 


of the Street vant to earn max points 
relets “dhe Racenfieap ce, you have apie 

: certain Items. Turbos and 
Repair Kits help you win and 

Stars earn you Bonus: 


It's difficult to avoid the crossing traffic on 
the tracks that feature crossing patterns. 
Don't get side-swiped! 


Turbo on the left, 
Repair Kit on the right. 
Which one would you 


_ AGE: Don’t ask! AGE: Retired gofor? Chack your 
CAR: VW Beetle CAR: Mercedes tri-plane ie ==) Turbo supply first, 
She’s a freelance photogra- Even though he only has mendece 

pher with many other out- one good eye, Helmut races 
side interests. Racing just with unbridled intensity. His 
happens to be one of them. car is strong and he has some 
Raphael isn’t. powerfulattac 


other drivers, you'll 
earn an extra point! 


Try running the tracks 
backwards! It can be 
fun, but the other cars 
do tend to get in the 
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CUSTOM CUP 


One of the best options in Street Racer is the Custom Cup. 
Go into the Gane Options screen and select the Citom (STREET) RACER OPTIONS! eS 
Cup Setup. Up to twenty-four tracks can be included in custom cup serue 
the Custom Cup circuit, in any order! That'’sa lot of racing fre 
tobe had. It’s up to you. 


| USTREET) RACER) OPTIONS. 


You can adjust the order of the tracks 
that you'll race on during the Custom 
Cup. How about going for thirty laps per 
race on the Crazy difficulty levell?! 


Choose your favorite tracks or only choose the tracks that you 
want to work on in race situations. Customize! 


POINTS» SUZULU 


POINTS 


Surf's Beach Ball Side Attack is the per- 
fect repellent for Raphael as he tries to 
move in on the blond beach beauty. 


Again, with all of the 
options that it offers, 
Street Racer has the abili- 
ty to keep you busy 
playing for quite a 
while. Super Mario Kart fans who are 
. looking for a new racing challenge 
should definitely check it out. 
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Tokyo, Japan— 
Virtual Boy, 
Nintendo’s new 
32-bit 3-D game 
system, debuted in 
Tokyo on November 
15th and 16th to gamers 
and industry specialists 
from around the world. The 
system was shown ina prototype 


technology pro- 
vides truly stun- 
ning 3-D images. 
How does it work? 
Virtual Boy utilizes 
two miniature LED 
displays, two oscillating 
mirrors and two focusing 
lenses to create the impres- 
D effects. The vibrating 


si 


form, meaning that what you see in mirrors focus the dual images 
the photos here might well change by the through a small range which is interpret- 
time the system is released, probably in May ed by your eye asa single image with depth. By mov- 
Whatever cosmetic changes are made to the housing of ing the two images closer together or further appart, 
Virtual Boy, it’s sophisticated using an effect called “paral- 
brain will remain the same. lax,” the image appears to 


Last month we promised a 
closer look at the technology 
behind the system, so let’s get 
down to it. 

Inside, the heart of 
Virtual Boy is a 32-bit RISC 
chip (Reduced Instruction 
Set Computer) that uses 


move closer to you or fur- 
ther away. 

Here are a few more 
features. The unique, dou- 
ble-grip Controller won't 
change much in appear- 
ance. It has two directional 
cross pad controls in order 


two high-resolution, mirror- to give players the ability to 
scanning LED = (Light move in any direction in a 3- 
Emitting Diode) displays D universe. Game Paks for _ 
to produce a 3-D immersive the system will be slightly 
gaming experience. larger than Game Boy Game 
Reflection Technology Inc. Paks and they will slip intoa 


(RTI) of Waltham, Mass. slot on the bottom of the 
developed the patented LED housing. Batteries, battery- 
displays with a brain-trust of packs and an optional AC 
seven scientists from MIT. The high-res red and black _ adapter will all attach to the Controller. For sound, 
image that you get in Virtual Boy asa result of thisnew _ Virtual Boy uses two stereo speakers on the main unit. 
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OSCILLATING MIRRORS 


LENS 


VIEWER — 


1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
fl 


LENS 


— VIEWER 


RTI MIRROR-SCANNING LEDs 


Virtual Boy's unique 3-D graphics are created by using 
RTI's patented mirror-scanning technology. The 
image appears on the LEDs in four shades of red with 
a black background. The image is reflected off the 


When you are looking into the display, the speakers are 
within close proximity of your ears, resulting in excel- 
lent stereo separation and spatial sound effects to 
enhance the immersive nature of the system. 

While the three game programs shown at 


oscillating mirrors where the minute oscillations 
(vibrations) create the apparent thickness of the 
image. The image is also focused through the lenses 


for individual players 


Shoshinkai were far from complete, they demonstrated 
the clarity of Virtual Boy’s images, the smoothness of its 
animation and the depth of the 3-Dimages. The unveil- 
ing of the first Virtual Boy titles will be right here in 
Nintendo Power in the next few months. 
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»ecial Edtion Special Edtion Special Edt 


SHOSHINKAI: THE SHOWCASE 


Shoshinkai also showcased some of 1995's best games 
for the Super Famicom (the Japanese version of the 
Super NES) and Game Boy. Although all the games 
shown are scheduled for Japanese release this year, 
some of them may not be released in the U.S. soon or at 
all. For now, these games show some interesting trends 
in one of the world’s largest video game markets. 
Topping almost everyone’ list of exciting games was 
Chrono Trigger, a new RPG from the makers of Final 
Fantasy III. One big difference in this game is the num- 
ber of special graphic effects and the stunning realism 
of the graphics overall. Gone are the simple animations 
of FF3, replaced by far more cinematic views. 
Midsummer should be the time for this game’ release. 
Further earth-quaking news from Square 
is that, following Chrono Trigger, 
players will have Secret of 
Mana II to look forward to 
in the middle of the 
year while strategy 
players will stake 
their reputations on 
Square’s futuristic 
battlefield in Front 
Mission. Front 
Mission combines 
elements of RPG 
gaming with a 
turn-based strate- 
gy war game in 
which you move 
huge robo-mech 
units against enemy 
units and__ bases. 
Albert Odyssey 2 from 
Sunsoft was just one 
of many good-looking 
RPGs. Others included Tale 
Phantasia from Namco, the 
long awaited DragonQuest VI 
(which looked awesome) and Chun Soft’s 
Taloon’s Mystery Dungeon 2, which stands a good 
chance of coming to the U.S. Aretha II from Yanoman 
continues a popular Japanese series and Falcom’s new 
Y’s adventure looked a lot like a Zelda game—another 
potential hit if it crosses the Pacific. There was even an 
RPG fighter from 
Takara. 

Of course, 
Donkey Kong 
Country was the 
hands-down 
favorite of the show, 
but Nintendo also 
surprised many 
people with a very 
early version of a 
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Chrono Trigger 


polygon fighter that is being 
developed in association with 
Argonaut (the British developer that 
also helped create Star Fox.) The 
game features full 3-D rotation fea- 
tures and futuristic opponents. Power will 
bring you more on the project as it develops. 
Almost finished was the Super Game Boy offering 

of Kirby 2, which was without a doubt the best Game 


Taloon‘s Mystery Dungeon 2 


FOR JAPANESE VIDEO GAMES 


Boy title shown. The most unique Game Boy offering, 
however, was the new designer series of Game Boys in 
special colors. In Japan, you will be able to buy yellow, 
green, red, black and white Game Boys. There is even a 
clear Game Boy unit that shows off the hardware 
inside. 

Other notable games included NBA Jam Tour- 
nament Edition, Super Bomberman 3, and Enix’s long- 
awaited Dragon Quest VI, which looks even better than 
Final Fantasy III and contains a much improved first 
person battle view. Mystery Dungeon 2 from 
Chun Soft-the DragonQuest creators—features action 
and adventure in a game with RPG depth. Elsewhere 
around the show, third party licensees did their best to 
cash in on the Japanese RPG craze with every conceiv- 
able variation on the Final Fantasy style. If youcan read 
Japanese and you have a Super Famicom, you could 
spend years playing all these games. 

The action category had few new entries. Fighting 
games were conspicuous in their absence, but there 
were a few fun platform games including Nightmare 
Busters, Super Pop and Go Go Ackman from 
Banpresto. For simulation fans, the biggest news was a 
demonstration of Sim City 2000 from Imagineer on the 
Super NES. Asmik had a strategy/sim fighter 
plane game that turned a few heads. But the 
biggest sim category was horse racing. In the 
Tokyo stores we counted five existing horse rac- 
ing games with as many new titles appearing at 


Super Air Diver 2 


Dragon Quest VI 


Shoshinkai. Can Mr. Ed be far behind? 

Pinball was also a hot category in Japan, as well as 
Pachinko, which remains a national craze. Super 
Pinball 2 was shown in an arcade version that looked 


just like a mechanical pinball machine while Battle 


Nightmare Busters 


Pinball, a Banpresto offering, featured multi-level 
pinball action similar to Kirby’s Pinball. 

One favorite was Super Bomberman III from 
Hudson—the best Bomberman title to date. Not only 
can you choose from a variety of Bombermen char- 
acters, you can also ride around on Bomberman kan- 
garoos that give you an extra hit-life. 

What we learned from the show is that Japanese 
developers are still hard at work cranking out excel- 
lent Super NES and Game Boy titles, many of which 
should show up on our shores within the next 12 
months. We'll let you know when they reach the dock. 
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From AGent #284 
Sound Test 


If you were impressed by the music in Donkey 
Kong Country, this is the perfect code for you! 
Now you can sit back and enjoy the music without 
having to deal with those pesky Kremlings. Before 
you start a new game, go to the Game Select Screen 
and highlight the Erase Game option. With 
Controller I, press Down, A, R, B, Y, Down, A, then 
Y. If you enter the code correctly, you can change 
the music by pressing Select. You can continue to 
listen to the music for as long as you like by keep- 
ing the Erase Game option highlighted. 


SELECT A GAME SELECT A GAME 


Erase Game 


On the Game Select Screen, place the 
cursor on the Erase Game option, then 
enter the code. 


Bonus Games 


If you manage to collect three identical Golden 
Statues, you'll warp to a special Bonus Game where 
youcanearn1-Ups. You canalso go toa secret area 
where you can practice any of the Bonus Games as 
often as you want, if you quickly press Down, Y, 
Down, Down, and Y before the Game Select Screen 
appears. 


Erase Game 


Now you can listen to all of the incredi- 
ble sounds that are in Donkey Kong 
Country! 


Whenever you collect three of the 
same type of Golden Statue, you will 
warp to.aBonus Game 


Quickly press Down, Y, Down, Down, 
and Y (DYDDY) before the Game Select 
Screen appears. 
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You will warp to a special area where 
you can practice any of the Bonus 
Games as often as you want to. 


When you want to return to the normal 
game, you'llneed to press Reset. 


act Kimeps or 00.1 


Jungle Book 


Mi From Agent #912 
Stage Select 


If you're having trouble getting through the later 
ages of the game, try this code. When the music ‘ 
starts playing and the Virgin Games Logo first ~~; 
appears, quickly press Up, Up, Up, B, B, Y, Y, Select, *s 
Up, Down, Right, B, Up and Y. If you enter the 

entire code before the Logo fades, you will hear a 

tone. When the Title Screen appears, go to the 

Option Screen to change your level. 


START GAME 


INTERAC OPTIONS £ 


Enter the code when the Virgin Logo 
appears, just after the music has started. 


Ouse é 
“Jungle Bo 


When the Title Screen appears, high- 
light Options and press Start. 


LEVEL 19 
music STEREO 
SOUND FX ‘ON 
CHEAT 4 
GREOITS 


On the Special Option Screen you can 


Explore the later stages of the game so 
skip to any level that you want to try. 


you'll be ready when you play the regu- 
lar game. 


pews 


fititt. (3 i opTioNns 


an 
ear 


passrers 


pprrams 
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From AGENT #11 
Power-Up 


When you begin the Normal Game in Super 
Bomberman 2, you are equipped with one Bomb 
and power one Flame. Beating some of the enemies 
at the beginning of the game can be tricky because 
you are forced to get close to them before you can 
drop your bomb. If you go to the Password Screen 
and enter 1111 as your password, you'll start at the 
beginning of the game, but you'll have six Bombs 
with a power six Flame! You will also start the game 
with the Detonator, but you will lose it as soon as 
you get hit by an enemy. 


PASSO 


If you want to begin the Normal Game 


You'll begin the game with six Bombs, 
with a boost use TIl!as your password. 


power six Flame and the Detonator! 


MiFrom Agent #001 
Secret Voices 


The programmers of Total Carnage have hidden 
secret voices in the game. To find them, start a new 
game and play until you get the fifth highest score, 
then let yourself be defeated. When the High 
Scores appear, enter your name as YAWDIM, then 
press Right on the Control Pad to find the Secret 
Screen. To hear the voices, press any button while 
you're on this screen. 


Enter your name in the fifth place spot 
as YAWDIM ( MIDWAY spelled back- 
wards). 


Press Right on the Control Pad to find 
the Secret Screen and hear the Secret 
Voices. 


© From Agent #646 
The Squirrel Hoard 


Like any good rodent, Zero the Kamikaze Squirrel 
has a secret stash of goodies! To use any of these 
codes, begin a new game, then pause the game at 
any time. While the game is paused, quickly enter 
the code of your choice. If you enter the code cor- 
rectly, you will hear a musical tone. 


While the games paused, press Down, 
AandB. 


With Unlimited Shurikens you can beat 
any enemy. 


Pause the game and press B, A, B, B and 


Evenif youlosea Squirrel, you'll always 
the Y Button. 


havea spare one. 


Begin a new game and play until you get 


a score above 1000 points but below 
2000 points. 


= 2 fee 
Let yourself get hit by the enemies but 
don’t continue the game. 
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Pause the game and press B, Up, B,B_ Now you'll have unlimited hit points to 


and the A Button. finish the game. 


@rer Dewey's cr ass 


“Tunvle Rook 


MiFrom Agent #260 
Jungle Cheat 


Players who are really lucky may have found this 
special code, but it is difficult to discover. When 
you first turn on the game, you can access the 
Option Screen by pressing the Select Button. Once 
you are on the Option Screen, highlight the Sound 
Test and play the following sounds in this order: 
40, 30, 20, 19, 18, 17,16 and 15. After you play the last 
sound, the screen will automatically switch toa 
secret Cheat Mode Screen where you can adjust 
many of the elements of the game and skip to any 
stage you want! 


; uTEIOBOOR 


JUNGLE BOOK CHEAT STATUS 
SOL:D BOTTOM MODE OFF 
NO ENERGY LOSS = ON 
INFINITE LiVES OFF 
IWF NITE i ON 
SINGLE CEM MODE FOFF 
FORCE BONUS LEVEL ON 
LEVEL = FiNAL SCREEN 


Go to the Option Screen and play the 
Sound Testin the correct order. 


From the Cheat Mode Screen you can 
skip toany stagein the game. 


— 
OPT raP, 
THE ALIEN Wars 


MiFrom Agent #690 
Level Skip 


This super secret password will allow players to 
skip to any area in the game with very little effort. 
Before you begin a new game, go to the Password 
Screen, enter H2F2 as your password, then begin 
playing the game as you usually would. Whena lev- 
el becomes too much for you to bear, push the Start 
Button. When you release the Start Button, you will 
safely skip to the next stage in the game. By using 
this trick, you will can make your way to the final 
boss, even if you can’t beat him. 


SEND US YOUR CODES! 


A popular activity among Nintendo game players is developing 


tips and strategies. If you would like to share your own special 
tips with us, send them in! Choose your own three-digit agent 
number and be sure to include it with your codes. 


CLASSIFIED INFORMATION 


TRA PASSO 


= 
is 
i) 
i] 


OER 
Pe] 


Go to the Password Screen andenter the If you want toskip to the end of thelev- 
Password H2F2. el, press the Start Button. 


alpRIOLAWD 


SUPER MARIO LANDS 


From Agent #667 
Super Cheat Code 


This code, sent in by Agent #667, will allow you to 
change any of the information on the bottom of 
your screen. While you're playing, pause the game, 
then press the Select Button 16 times to make a cur- 
sor appear in the lower left corner. Hold A and B, 
then press Left or Right on the Control Pad to 
move the cursor. Press Up or Down on the Control 
Pad to change the numbers. When you're done, 
take the game off pause to continue playing. 


@OO 


OLOXO) Ow 


pit haat Deter eae 
Hold the A andB Buttons andpress Left 
or Right to move the cursor. 


7H 05000, 078 F387 


While you're playing, pause the game 
and press the Select Button 16 times. 


LOLOTO) 
Be ae 


Bazz Omggz? O77 Tez 
C263 “pabSe S=00071 


Press Up or Down on the Control Pad to 
change the different numbers. 


Press Start to take the game off Pause 
and continue playing now that you're all 
poweredup. 


Our Address is: 
Nintendo Power 
Classified information 
P.O, Box 97033 
Redmond, Wa. 
98073-9733 
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SKOUNG FO BONNY 


If youarea fighter who likes to use your feet, then 
Kung Fu Bunny is for you! Most of his strong moves 
involve powerful kicks. Because he is quick on his feet, 
his better moves can cover a great distance and catch the 
opponent off guard. Kung Fu Bunny’s speed also makes 
him a good choice for players who like to put together 
combinations when you fight. 


Tai Cheetah’s fighting style 
tends to favor speed over 
strength. His speed can 
prove deadly against slower 
enemies, but quicker foes 
will be difficult to defeat. 
Tai Cheetah has many spe- 
cial attacks, and most of 
them are easy to perform. 
Use the moves to your 
advantage when you face a 
difficult opponent. 


) peo " VA 

> KENOO <OYOTE 
“Kendo fights best when he’s fighting for fame 
and fortune. He is a well-rounded fighter with fair 
speed and extremely strong attacks. Some of his 
stronger moves can be difficult to perform quickly, so 
be ready to jump if your move fails. 
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\ 
BRA, BA “" 
RHE RAT b FOX 
e .. 4 4 Y 4 
ROXY 
Foxy Roxy, or Indrah Prashmet as she is known outside 
of the tournament, is a fighter with tremendous speed. 
Her only drawback is her lack of any real strength. Your 
best bet when using Foxy is a hit and run strategy. Your 
does not plan on returning enemy can’t hit what he can’t catch! She has entered the 
home empty-handed. tournament to gain acceptance from the man she 
Rhei is a fighter of few ” secretly loves, the powerful Dali Llama himself. 
words —he lets his fists do the talking. If you are looking 
for a fighter with some 
punch, then Rhei is your 
rat. His weak kicks are 
only effective when you 
are in close to your foe, so 
try punching. Rhei can 
be difficult to control at 
first. 


“ead 
~ Rhei Rat is a mas- 
ter in the art of Thai 
Boxing. He has resched- 
uled his money-making 
championship bouts to 
enter this contest, so he 


PRINCE LEON THE LION (VAN BEAR 


" Leon is a well-rounded fighter who uses a wide _ A no-nonsense fighter, Ivan Bear relies entirely 
range of surprising moves. He has sworn to defeat his on his strength to win battles. He is slow to react but can 
mortal enemies, Kendo Coyote and Tai Cheetah, in this prove deadly for any inattentive foe. If you use Ivan, let 
competition, and he'll stop at 


your enemies come to you! 
nothing to succeed. 


— 
eS 
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"Bree 
Simulator 


Inthe23rd Century, what sort of career does 
an ambitious student seek? A career im 
Starfleet. of course. Interplay's Starfleet 
Academy; Starship Bridge Simulator takes 
you through the course, drilling you on nav- 
gation, protocol, reacting under pressure and 
Taking command decisions. Will you graduate at 
Cae Garierartalascegeg toler 
shme-burgersin the backwaters of the galaxy? 


Interplay has packed four years of 
training into an efficient 8 Megabits. 
The result is a bridge experience 
unparalleled in prior Star Trek games. 
You won't find “away” n i 
those in Star Trek: The Next 
Generation from Spectrum Holobyte, 
but you'll see and do far more 
this captain's chair. Trekkers, fi 
geta game that is as engaging and 
complex as the real thing. 


62 NINTENDO POWER 


Gi 


=) caine al 


Your first act as a Starfleet cadet is 
to register. You can select a gender 
and one of the various names. You 
also must bea human. Finally, select 
the degree of difficulty you want. 


New Cadet Registration 


Gender: Female 
First Name: 
Last Name: Fisher 
Skill Level: 


Paula 


Average 


Press Select to begin 


The selection of a skill level in the registration 
screen is the only part that affects the game. 


Meet your classmates in the canteen. 
You will have five cadets crewing on 
your simulated missions h with 
his, her or itsown personality. 


= 


aE 


The two-player option lets you bat- 


tlea buddy using any ship. Warning: 
the battles may seem endless. 


Software © 1994 Interplay Productions 
Star Trek ® & © 1994 Paramount Pictures 


Early in your career you will benoth- 
ing more than alien bait. To improve 
your piloting skills, spend time in the 
simulator combat missions. 


Basic Subliaht 
Navigation 


Chis mission wilt focus on 
maneuvering wor show in a 
zingle sector of <pace- 

H vou wilt be required to 

Saf P14 to close ranue to four 

=| marker juou= 


Conputer 
Mizzion 2 — Using ¢) 
Tractor Bean 


(p this sector there tc = 
Jiuou and a <tarbare. Pick 
up the buoy vith the 
Tractor Beam and droy it 
Off near the =tarbase- 


In this mission wou will 
eractice bazic combat 
janeuvers on drone ship= 
Which will only evade. 

| Learp how to anticipate 
evarion tactics and ship 
targeting. 


The three basic missions teach you where the 
ship's systems are located and get you uj 

speed on navigation and combat basics. on don't 
have to run these simulations, but you should 


Commander Rotherot will is your 
instructor, explaining the missi 
and answering questions before you 
and your crew head to the simulator. 
You will be graded on every mission. 


Rotherot 

The RED ALERT nust be 

| sounded whenever your 

enters an emergency 

i] situation. It informs 

crew that they nust 
prepare for a crisis. RED 

“| ALERT raises shields ana 


readies the weapons 
4 system. 


Pay attention to Rotherot and ask questions. Most mis- 
sions turn out to be more complex than they seem. 


equired simulation ote S, you may Want Lo Spe nd 
les simulator honing your skills. The ( combat ‘Training simu- 
jatoelet you test yourself st cnemies. You can even pilot 
alien ves ayalsorclive famous Trekscenar' 10s 


nahi single or multiple 
enemy targets using 
Federation or alien ves- 
sels. Learn basic tactics 
against light Federation: 
ships, then move up to” 
the challen 
Romulans and Ki 


BALANCE OF TERROR 


Stardate 1709.2—While patrollin; been hit by an unknown ship. When 
the Romulan neutral zone, the USS. you respond, you'll find the ship 
Enterprise receives an emergency —_ heading toward the Romulan neu- 
h. tral zone. Don't allow it to escape. 


call from Outpost 4, whic’ 


WRATH OF HAHN 


Kahn, with etically superior tion about the Genesis device. 
intellect, taken over the US.S. | Caught in an ambush, what do you 
Reliant ; demanding informa- do as captain of the Enterprise? 


THE UNDISCOVERED COUNTRY 


Treacherous Federation and ference at camp Khitomer. But how 
Klingon conspirators are planning will you make it past a Bird of Prey 
an assassinatic at the peace con- that can fire when it’s cloaked? 
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TARING THE HELM: 
AHEAD FULL IMPULSE 


These training missions require combat skills, diplomacy and common sense, plusa lot of courage. They are the 
equivalent of tests. Your object is to earn the highest score possible. After completing each mission, 
whether you do well or poorly, you'll receive a score and a password. If the score wasn’t so hot, start 
again to earn a better score. The new password will reflect your improved score, Goals of a mission 

may change because of various circumstances, so keep your mind open atall times. 


Warning: being caught with this article may be grounds 
for dismissal! Reo strategies is considered to be 
wut if you're not making the grade, 


cheating by Starfleet, 


miSsion 101 


Remember two things on this mis- 
sion. Don’t get too close to the 
radioactive probe and don't take 
too much time reaching it. 
Sturek 

Approaching object. 
Radiation at dangerous 
levels. i 


now at a sate 
ce to destroy the 


MISSION 102 


Track down the Kittyhawk and 
save the remnants of her crew from 
the attacking aliens. Don't confuse 
the alien ship for a Fed vessel! 


Sturek 
T am decoding the buoys. 
The Kitty Hauk’s 

communications circuits 


were damaged in an ion 


| storm. They decided to go 


| on with their mission and 
| have headed to Sector 
“} 916.022. 
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take a look at the missions below. To be a good Starfleet 
officer, you must recognize danger and protect your 
crew, but you can’tabandon your mission, either, 


The attack on the Moray was just a 
ruse to draw a Federation starship, 
it seems. But it turns out that the 
Venturi are dealing in contraband. : 
Be sure to use tactical displays to - 

monitor damage to the enemy. « 


A aay 


- Sensors detect that the 


Understood, Moray. Ue will 


Venturi vessel was 
carrying prepared 
antimatter charges. @ most 
dangerous and illegal 


stay in the area to make 
sure the sector is clear 
of further Venturi 

interference. Banting out 


mISSION 104 


After discovering the disabled ship in the 
radiation field, you'll have to visit the neigh- 
boring star system to find the Tou Pak, then 
return to Hanab. Under cover of the alien 
ship, approach the disabled vessel and tow 


it to safety. 
work. Put your repair priority on 


mission 105 hulls and be ready for the Venturi 


Destroy the three Venturi beacons _to arrive if you take too much time. 
in the Ingama Nebula. Remember _The trick is to get in and out before 
that your sensors and shields won't _ the Venturi know you're there. 


Thank bea, Capeniny Tor | 
Wl neipins us en this rescue | 


It’ 


s Lime to step up toa better ship and more difficult’ cocky. Sophomores don’t geta break. They're not 


missions. If you made it through the first five missions expected to make rookie mistakes, but they still don’t 
with passing grades, you're doing well, but don’t get have the experience they need, This will be a tough year. 


Aboard the Excalibur you'll go to the 
Menith system to save one of four 
parties who are otherwise doomed 


to be cooked when the system goes 
nova in 13 hours. Choose either the 
children, the scientists or the Nval to 
earn a 100% grade. Sometimes you 
can't save everyone. 


Freighters have been disappearing 
mysteriously on the Miraz passage to 
Alca. Your investigation leads you to 
a secret Klingon base, guarded by 
several Birds of Prey, You are out- 
gunned and outnumbered. Return to 
base with the information. Don't fight. 


Our sensors recorded a_ 
subspace signal that 
struck the freighter 
moments before hen 
destruction. The signal 
originated in sector 
@15, 021. 


miSSion 203 


Venturi are raising a ruckus in 
the Zeta, Lambda and Mu sec- 
tors. Check on each colony, and 
try to avoid a fight. 


mission 204 


On the surface, this mission seems 
like a simple delivery. You are to 
drop off Dr. Hungi to the Hawkii 
Conference on Newton Il. You" 
begin to suspect that all is not as it 
seems when you find Harry Mudd’s 
freighter under attack. 


Destroy the attacking Venturi ship and deliv- 
er Dr, Hungi, then return to the Stella and tow 
itto the Mocra system When a Venturi ship 
announces that Mudd has stolen Venturi 
religious artifacts and demands their return 
along with Mudd, you must make a choice, 
whether to refuse them, meet theit demands, 
or make some other, better arrangement, 


Harry Mudd 


Blast it, where is Kirk 
when you need himt I’m 
under attack from Venturi 
ruffianst Yillainst 
Somebody help met 


This is Harcourt Fenton 
Mudd of the independent 
freighter, Stella. It’s 
about time 
Now if you vould 


you saved me. 


graciously 
Mocra, Ia 
grateful: 

wealths, 


tow my ship to 
he auite 
and very 

I might add 


First contact with the Koth sends 
you on a diplomatic mission to the 
Janus sector where you'll transport 
a Federation ambassador. The 
Romulans will likewise send a rep- 
resentative. The Romulans are as 
unpredictable as always, so you 
must be ready for subterfuge. 


= S = = az. 
M’Giia 

Message from the Koth. The ff 

meeting has been changed 

to the Galta sector. 


Ifyou use your sensor array, you'll learn that there is 
‘a Koth ship in the Janus sector. So why go to Galta? 


= 7— —. 
Sturek 

Romulan Bird of Prey 

decloakingt 


The Xoth wish to know the 
reason for the delay, 


4 pore ae 
Itturns out that the message was a Romulan trick 


to divert you and prevent the Federation from 
ever meeting or negotiating with the Koth, 


= 
Fisher 


= Choice & 


Tell them we had an 


Unexpected diversion, 
apologize 


and 
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Now that you've moved up to the big cruisers—the 
Constitution class ships with their greater speed and 
more powerful weapons—it’s time that you succeed on 


MISSION 301 


A new Romulan ship has appeared 
near the border to test Federation 
defenses, but you'll find that the situ- 


your owr 


ation is far worse. Who is behind the 
destruction of Federation outposts— 
Romulans or renegades whom they 
say have stolen the ship? The 
answer lies in the Clark system. 


four Phoenix vrototape uaz 
stolen buy renedades who 
ave trying to deztrou oun 
relations vith the 


This war game with the Excelsior 
will take you into four star systems 
and match you against an oppo- 
nent with greater firepower and 
improved sensors. You must find 
the Excelsior quickly, then engage 
her. If she reaches all four systems, 
you lose the exercise. Keep your 
hull repaired. 


Your mission is to monitor space- 
time rifts near the Demeter proto- 
star, which lies in a sector near 
Romulan space. That should be a 
clue that this won't be any ordinary 
science mission. That is confirmed 
when you discover a Phoenix class 
warbird in the system. Then you 
pass through the rift. 


Stunek 
I have found the Zy. They 
are in a containment field 
of great strength. Only a 
Romulan Plasma Torpedo 

might destroy it. 


On the far side of the rift you'll encounter the 
Phoenix along with a Tholian ship and a Gorn 
Cruiser. Then a message indicates that you have 
all been captured by the Zy—a mysterious alien 
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No more free answer 
must carn your grade, but we'll try to help with some 
hints that even Captain Kirk could have used. 


rom here on out, you 


mission 304 


The beginning of six. war scenarios 
starts with this mission against the 
Klingons. You must find a supply 
depot in one of three Klingon sys- 
tems, then return to Federation 
space. If you're quick and lucky, 
you may not have to fight. 


During a break in the war with the 
Gorn, you are sent in to destroy 
four shipyards. You'll have the help 
of a fleet that should draw away 
defenses from the shipyards. Make 
sure that your targets are military 
and not civilian. 


race that wishes to study the four species to 
determine which is strongest. Do you go it alone 
or is there another way to survive this melee? Use 
all your ship's systems to find the Zy’s weakness. 


AGS ee etree: CS Se 
expect you to leave our 


pg life pods untouchea. 


"You were successful in 
| destroying all four 
+ shipyaras. Job vell done. 


The final year of your academy education takes place 
with the continuing military missions. Although you 
aren't expected to wreak havoc, you will see consider- 


miSSiOn 401 


You'll have to use your initiative on 
this classified mission into Gorn 
space. Find a Federation ship on an 
intelligence gathering mission, then 
use the information to stop a bio- 
logical attack, but don’t forsake 
other Federation officers. 


Captain Reynolds 
The Gorn are planning to 
use biological weapons on 
Sherman’ = planet. 


inst. 


Starfleet is winning the war 

the Tholians, but you may not 
lucky when your orders Enanae. 
sending you into the Praetus sector 
to launch a special probe. Be pre- 
pared to meet multiple Tholian ships. 


15.022 
Federation Space 


Elliot 
Tholians and Ventuxi. 
That 


miSSion 403 


The main Gorn fleet is moving 
toward Federation space. Starfleet 
has discovered freighters secretly 
supplyi ying the Gorn. Patrol four sys- 
tems and try to stop the smuggling. 
In the Saracles sector, smuggling 
activity has been witnessed. 


° 


able action, particularly against the Tholians and Gorn. 
Fortunately, they don’t have the best ships. You'll also 
havea final exam after completing mission 405. 


Sturek 
Captain, a freighter has 
dust warped out of this 
sector heading for Gorn 
space- 


miSSION 4O4 


When a Federation fleet crosses 
into Tholian space, a major battle 
will ensue. In order to protect 
colonies along the border, you are 


mission 405 


Although the Tholians have 
claimed that a Federation heavy 
cruiser has violated their space, 


sent to Stonrak, Klahmac, Delphi 
and Diogenes. If the Tholians win 
the battle, you'll have to face them 
on the frontier without support. 
Expect a tough fight. 


Starfleet has no knowledge of such 
an event. You are sent to the scene. 
Head to Kappa where you'll face 
the Tholians, but don't start shoot- 
ing until you've checked things out. 


Sturek 
The ship looked like a 
Constitution class, but 
debris indicates it vas 
@ actually a refitted 


The final exam puts you in the 
famous Kobayashi Maru sce- 
nario—the classic “no win” situa- 
tion. How will you perform in this 
ultimate test of character? Admiral 
Kirk wraps up the debriefing. If 
you've maintained a passing GPA 
throughout your four academy 
years, you'll graduate and becomea 
Starfleet officer. Good luck, cadet. 


ic 
£ 
Py 
% 
é 
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SUPER NES 
SLAPSTICK 


When Blackjack the 
| pirate kidnaps 
Princess Honey, the 
desperate king turns 
to Kid Klown— 
Kemco's hero ina 
mop wig and size 33 
shoes. Two ele! 


ments 
tand out in Kid Klown. First, the slap- 
tick animation is varied and fun. 
econd is its unique forward scrolling 
spective. But Kid Klown has a few 
roblems. The play I Feels awk- 
‘d at first and the | spent on prat- 
can be frustratii fou watch the 
‘use burn down. ‘thermore, the 
vont keep advanced gamers 
‘ long. On the o hand, with 
graphics and a unique play 


KK char, wnhill as the 
| screen scrolls from the 
lower rigl the ee 
left. You can control his 
‘speed and direction while 


avoiding traps and collect- 
ing items like the cards that 
dangle from balloons, 


The foal in each stage is to 
reach Blackjack's bomb 
before it blows. A burnin 
fuse acts as your timer. The 
second goal is to collect 
the playing card suits. 
Without all four Card Suits, 
you won't progress. 
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STAGE 1 
ISID IN THE FOREST 


The first chance for Kid Klown to fall flat on his 
face, which he does with amazing frequency, 
comes on the mountainside. While bumbling and 
fumbling down the mountain path, KK must 
dodge rolling logs, flying axes, and bombs. Pits of 
spikes must be leaped and thorn bushes avoided. 
When the logs start to thun- 
der down from above, Kid 
Klown can either leap over 
them or onto them. It he 
lands on a log, he’ll end up 


log-rolling for a short time. 
Jump off again quickly. 


Cannon balls will toast KK 
unless he jumps over them. 
Run along the side of the 
trail. Itis easier to cena 
over most obstacles there. 


Even water presents a hazard. 
When KK gets wet, he stops to 
shake himself dry like a dog. 


eevcccccccccces 
As everyone knows, cities are full of hazards. This town, 
with its traffic and exploding fire hydrants, is no excep- 
tion. KK can bound over these obstacles using spring- 
boards. Since the scrolling never allows you to go back- 
wards, be sure to slow down or you may miss items. 


KK gets blasted by fire hydrants if he's 
not careful. Keep on the lookout for 
man-holes, traffic barriers, and soda 
pop cans that will trip you up. 


Some of the springboards 
have been placed near tall 
obstacles like walls. If you 
hit the springboard, you 
won't have to clamber 
over the wall. *: 


Tra | THEW Crosswalks don't 
= = - offer any safety in 
aff4 . 9 this town. Cars don't 
4 —— slow for anyone. 
= pee Cross in the middle 


so that you have time 
= to dodge cars. 


STAGE 3 
IN THE MOUNT 


eeccecccccccces 
For high adventure, the sec- 
ond mountain area does it all. 
Boulders crash down on nar- 
row paths and, for the first 
time, Kid Klown can fall off 
the path and lose lots of HP.In 
places, the path splits into two 
roads. The goals remain the 
same, but the challenge is 
much tougher. After this © = 
stage you can reach a bonus 


“air hockey" game. 
flattened. 


STAGE 4 
IN THE CASTLE 


eeeeeeeeeee 
If Kid Klown had any sense at all, the ice castle would 
freeze him from fear. Plunging blocks cast unwary 
travellers into an abyss (anda hidden bonusarea) while 
sculptured faces fire blazing shots. KK should often 
hug the far side of the path where he usually won't fall 
off. When you come to a balloon, slow down and make 
your jump count. 

fz ‘GIC] This creature had peppers for 


cee lunch and his breaths flaming hot. 
4 Stick to the middle and sprint, but 


beware of falling blocks just 


Blackjack shows up in a jet 
sled to make Kid Klown's 
life a misery with his 
freeze ray. Don't let him 
get behind you. 


The most useful tip is to use the 
shadows to line up your jumps to 
the balloons, In most cases you 
have only one chance. You can 
also reach bonus areas by stum- 
bling into certain objects or traps. 
KK then flies upward or drops 
down into an area with coins and 
obstacles. 


The stone moves faster than KK so you'll 
have to give it room to pass. In this case, 
Kid Klown should move to the left or get 


Jump from the shadows on the path to 
reach the balloons and claim their items. 
‘Some shadows may actually be falling 

objects. 


ee 


Blackjack will smack KK 
with a mallet if you give 
him a chance. Keep mov- 
ing or the pirate may 
hammer you. 


There's fire to the left 
of Kid and fire to the 
right. What is a Klown 
to do? Stay in the mid- 
dle and jump over the 
leaping flames. 


| 
| 
| 


STAGE 3 
IN THE GHOST CAVE 


Coe cesccecseccesccecsceseoeseeoes 
Kid Klown finds himself deep in a haunted cave, pur- 
sued by a ghost, tripped up by tridents and grasping 
hands. You can even swing on a tongue, but the face in 
the wall might enjoy a clown snack. The final area pre- 
sents several new tricks, like riding across chasms on 
hanging bars. There are both falling and flying bonus 
areas where you can collect coins. 


Leap through the fences as 
they drop from above. If you 
are stopped behind a fence, 
you'll lose HP. 


Ride across the chasms to 
increase your speed and to 
stay ahead of the ghost. If 
you fall in ahole, you'll 
climb out but lose HP. 


W BONUS AREA 


| _ —- 
Nios © Ai. me 


Move left and right in the bonus areas to 
collect coins while avoiding obstacles. If 
you hit an obstacle, you'll return to the 
game. 
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are the fun-loving 

and goofy group of 
pint-sized super heroes 
known to Saturday 
morning cartoon fans 
as the Animaniacs. 
Now, they’re starring 
in Konami’s latest 
release for the Super 
NES. There’s no 
doubt that their 
video game debut 
could be even more 
successful than was 
their rise to television 
stardom. The action is of 
the non-violent Ae 


D> a chal it p: to, ors 


.% A akko, Wakko and Dot 


y Animaniacs, characters, 
e names and all related indicia 
are trademakrks of Warner 
Bros.©1994. ©1994 Konami 


SEnan S0. <@B RR RER RES RRR ee 


“THE FUTURE OF FILM 
|, DEPENDS ON YOU! 


SEREERE EEE TEE GY 


Pinky and the Brain is on the loose and ready to 
cause a mess of trouble. They've gotten word of a hot new script at the Warner 
Bros. Studios. Although their skills as filmmakers are not nearly as developed as 
their prowling prowess, Pinky and the Brain have their deranged 
and criminal minds set on stealing that script. They want to 
make the film a box office smash and use their newly found 


Th sus . ty 
ants rgaremary (Cent ae Bhe millions to take over the world. Can the Animaniacs stop 


Animaniacs to meet along the way. them?. 


YOUR Collect Gold 
. and Silver.Coins to 

MISSION roa 
Machine. Get three 


faces in a row tohit 
Your mission is to make! macratey tne Jackpot of 

extra Continues. 
your way through each 
of the studios at Warner 
Bros. The missing movie 
contains 24 Scenes and 
every single one must be 
found to get the best 
ending. Not all of the 
Scenes will be easy to 
find, so leave no studio 


Yakko, Wakko and Dot have come It's acommunicator! The Warner 
unturned! across something, but, unfortu- Bros. CEO needs the Animaniacs 
nately for them, it’s not edible. tohelp retrieve the stolen script. 
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EDITING ROOM, 


Unfortunately, this constabu- 
lary do-gooder has taken a 
: | break from his coffee and 

i doughnuts in order to make life 

\ £eE & for Wakko, Yakko and Dot extra- 
—_S ordinarily difficult. During the 

stages, Ralph, the security guard, appears in an attempt 
to detain one of the Animaniacs. He also keeps watch 
on the overworld. In both cases, the best way to avoid 


\f (<a) 


The studio's water tower Dot braves the Buzzards in an 
becomes a prison for captured attempt to rescue one of her fall- 
heroes. en friends from the Water Tower. 


Officer Friendly rises to the occa- 
sion in order to douse hopes of 
rescuing the captured Animaniac. 


The Animaniac overworld consists of several special theme studios ongthe 
famous Warner Bros. movie studio lot. Wakko, Yakko and Dot must make their 
way through each building in search of the missing script pages. You may go 
through in any order you'd like. Once you find all 27 pages, you'll be able.to 
enter the Editing Room in the top left corner of the overworld. 


When you're exploring the sets of a 
movie studio, who knows where your 
imagination will take you! 


After you receive the 
mission instructions 
from the studio head. 
you've got to make it 
out of the building and 
onto the overworld. 
Think of headquarters 
as a practice run! There are Coins to collect, Boxes to 
break and Planters to push. Pay attention—these skills 
are going to come in 
handy later on in the 
game. 


On the Studio 
~ Headquarters, you can 
icticemoves like the 
rt Stackmaneuver, 

but don’t fall into the 
Cop's clutches! 
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TIME TO SET SAIL 


The entrance to the A tudio is to the left and up from the Studio 
Headquarters, and it’s < for the sea-faring adventurers to start off. Get 
ready for some wi ugh, because this famous set, from the movie 


= “CMe cnt These oversized Clam enels tan give Sf 

5 "i the extra boost you need. Be 4 
Tegel the Baregorgintnedrectenyeu retoinecoreniywnenjimp- 

walk. Directing it can be alittle confusing! ing or you'll end up all wet. 


Use the Dash maneuver to move 
the Raft forward. 


Crossing the sea ona 
small Raft can be'a big 
risk. This shark's bite is 
certainly not an act! 


Don't dilly-dally or you'll be Bi 


snatching defeat from the "Jaws' There is animportant Scene to 
of victory in no time at all. be found in the first section of 
the Anat Stae Check out the nooks 
and crannies of this 
Jump on the cannon to old Pirate Ship. You 
shoot the squid never know what 
mini-boss. After heis jie might find. Dot 
- defeated, jump on the found a Coin behind 
These scene-stealing pirates are going to make cannon again to get a the mast! 


it difficult for you to leave, though. Scene. 


The encounter with the squid is 
] the battle against the big brothe’ 
Captain. Don’t let them 
] shiver your timbers, though, 
matey. With some special 
l Animaniac teamwork, they'll 
I 
I 


As soonas the 
squid retreats to 
the murky deep, it 
willbe time for the 9 
Sea Captain to ] 
walk the plank. 


be all washed up in no time. 
Your main challenge will be 
to keep the cannon lined up 
properly. Every time the fs 
squid slams his slimy tenta- Bowlbn, dt eg oe 2 


S First, push the cannon to the — 
] cles, it bounces the cannon center of the screen. Ifit Jump up and down on the cannon to senda 


away. bounces away, push it back powerful cannonball shooting toward the 
e quickly. squid and Sea Captain. Keep jumping! 


a . 
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TIME TO BLAST OFF 


The next mission takes you where no mouse has gone before. The Sci-Fi Studio is 

located to the left of the Studio Headquarters, but the aliens you'll have close 

encounters with are definitely from out of this world! Because Wal Yakko and 

Dotaren’t equipped with space zappers, they'll will have to rely on fancy foot 
outwit these weirdos! 


Dash this silly 


4 scarecrow several 
Don't walk too far right fromthe — j 4 
Beware of where —Not all of the exploding eggs are full soafétrow, or mutiiaver be: times and you'll be 


these springing of scorpions. Some are home to rewarded witha 
i 5. able'to shake the alien. 
” scorpions are cute little birdies. Scene. 


planning on land- 


Ing. 

Don't stop for good- 

ies along the way or 

ling balls of 

This bucket of death will flatten 
bolts doesn't seem you like a pancakey 
to cach, but if 
peer ea into tee Aperfectly placed 
you'll discover a pi ave 
secret cache of Dash behind the Cop 


will put him inhis 
lace—flat on his 
jottom! 


cash. 


Terminate the robot before he terminates you! Run to the right and 


Thit looki the Freight Elevator. Avoid th i- 
sae well ag thauttiig slectie Cee a Dash into the switches to turn the robot into rubble. 


ons as well as the jolting electric shockers. 


"eal iaestemetanetotanntaniantontaniantantantententantantanten 


O! SPACE OBSTACLES 


CER EEEEE eee corr 4 


= 
° vane? en There's some mon- 
The Animaniacs’ ody ssey has key business around 
] taken them through the bizarre here. Avoid the 
world of the Sci-Fi Studio, and tes 


they've encountered many 
creepy creatures and mutated 
monsters. At the end of this 
stage, though, you'll have to, 
“gear up” to go against moun= 
tains of monoliths andmachin- 
ery to make it out alive. The 
CEO certainly chose the right 


mice for this job. Go, © Wateh out below! The monoliths will flatten you 7). 
k a 3 7 This story has a cor ! Check out 
] Animaniacs, go! es Um, tobe tiey va lade youcanus® Charlie Chaplin’s cane to see if he has a ] 


funny Scene for you. 


- 
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TIME TO DREAM OWN 


The Fantasy Studio is as wild and wonderful a place as one could imagine, but it’s 

definitely one of the most challenging areas of the game. Each section is complete- 

ly different from the one before it. Another thing you might not be ready for is the 

fact that this stage is going at about 55 miles per hour, and it’s not going to wait for 
any slow pokes! 


Stand on top of the arrow near the edge of the platform. 
You should be able to catch the head as it surfaces. 


This stage will test your ability to be quick on 
the Control Pad. Position the leader to fit 


through the narrow opening. 
3 
Fe Se ae 


Follow the bunny.on.a broom stick 
in the first part, Jump and move as 
he does to avoid a crash. 


You won't’be able 
to stay on the 
dogapillar for 


long. Jump 

from his tail to These card-carrying . 

hishead as he diamondbacks can be Shiningted by Dashing y 
dives andresur- It will be difficult to avoid the buzzards as you run for your into them, In some areas, you will have to 
faces. life. Think fast and don’t let them get you down! destroy all the Cards to proceed. 


It looks like Yakko has had an unfortunate run-in with the law. Use the balloons to get alittle boost. Investigate doors in the back- 
Use the cards as trampolines to bounce up, up and away, ground—they may lead to Bonus Rounds full of Coins. 


gee 0 a isch ected reenable 


l Unfortunately, the fight with the King of Spades at the 4 
| end of the Fantasy Studio 
isn’t all fun and games. This 
] card has a bad attitude, and 
he’s got it in spades. With 
] some fancy footwork and 


The recipe for suc- 

cess in theFantasy 
Studio calls for 
Fepeating the steps | 
described until the 

King of Spades is | 


quick thinking, you might be 
able to turn the tables on him. 
With practice and patience, 
the Animaniacs can do just 
about anything! It’sa gamble, 


led 7 
Ee NE tet thal tow 


First, play possum with his 


7 a highness. Try to get his When the King comes running, move quickly to 

| but you'll be a legend in your atention, Be Tock outifhe  theleft side. the 2000-pound anvil will drop | 
own time. comes over to your side. and flatten the royal rebel. 

a 
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THE DUSTY TRAIL 


The jungle atmosphere of the Adventure Studio is reminiscent of a land that time 
forgot. Unfortunately, it’s the nineties and the Animaniacs still have many pages of 
the script to rescue. Technology has gone out of control and filled this overgrown 
outback with a menagerie of mechanized monsters. 


ro E a 
Use the Short Stack me AAS Watch the shadows to stay out of the When you can, move to higher 
\ i y h of the purple people eaters’ feet. round. Don’t step on the 
jump to make it to all If you can avoid the ape, he'll eventuall ath of t 
those hard-to-reach find something else to chase around. ud Theres little warning! Eennaneels though, or off 
spots. 


Grab coconuts as soon as There are hungry Crocodiles in 


they've been shaken those murky depths. Try to stay 
loose, then quickly throw out of the water by traveling 
them back at the hovering through the trees above. 


craft. 


Nowit's time for the Animaniacs 

to grab a vine and swing into the 

action. Next up ‘on the agendais 
a 


the Ancient Maze. 
SS = = 


Just when you think the caper 
of the missing script is solved, 
the Bosses come back to haunt 
you. You'll have to put your 
film making career on hold 
temporarily to fight them off. 


The Vampire is going to be after you from the beginning of 

| this stage to the yery end. Whether the end for you is happily flying off 
into the moonlight, or reaching.and end of a more permanent nature, 

I depends.on your skill in maipulating the Mine Cart. As it races 

| along, you will have 

to speed up and 

jumpyto make it 

through. 


L 


I You will 
have to avoid the 

] Vampire while your in 
the Mine Cart and on 


fl foot. 


When things get 
] gong too fast, use the 


If you can hold your ground against the 
Near the end of the Stage, the Mine Cart goes Studio Bosses advances, get ready for 
off a big jump and you are sent off into the the fight of your life against the more- 
moonlight. than-mischievous Mice. 


‘tart Button to pause 
the game and collect 
your composure. 

—— = F 


VOLUME 68 75 


©1994 Konami 


: =G 
You may have seen these © \ pf 
extraterrestrial low-riding 
rodents rumble across your television 
screen in cartoons, but now you can 


levels, it 
racing 
ers of all ages. Players 
rue-to-life racing game 
will most likely be 
disappointed, but 
for the rest of us 
_ there are some 
ling fea- 
j | this game. 
(A. When you first begin 
playing, the 


WELCOME TO 
“LAST CHANcE~? 


| “g awkward, but 
; it improves as 
you upgrade 
your bike. 
~~ Each track 
4 varies in diffi- 
culty, throwing a wide range of obsta- 
cles in your path to keep the game 
_ both challenging and fun. 
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HERD=-TH-HERD RIDE 


Have you been playing all 
day long while your friends 
sit around and watch? Let 
them join in on the fun witha 
two-player match. The screen 
splits so each player can fol- 
low his own character in the 
race. The only drawback to 
the split-screen view is that it 
reduces your ability to look ahead. You might want to 
practice racing for a while before you challenge a friend 
so you won't be thrown 
off-guard by a tricky spot 
on the track. There is also 
a two-player option that 
will allow you to challenge 
your friend without the 
other racers. 


AG. 


FRCULT °® 


a! 


BATTLE RREE 


Tf you would rather shoot than run, you should check 
out the Battle Race game. Winning is still the object of 
the race, but you don’t need to complete the race to win. 
If you can get your ene- 7 
mies in your sights, you 
can shoot them and elimi- 
nate them from the race 
The last racer standing 
wins! Don’t forget that you 
can only race until your 
armor runs out. 


PRAETIEE 


If you want to get a good look 
at a track before you race, 
select the Practice Mode. You 
can test drive any of the tracks 
without worrying about the 
other racer knocking you off 
the track. The Practice 
Mode also keeps track 
of your best lap and 
track times, so you can 
compare the different 
racers on each track. If 
you can beat the record 
time ona track, you can 
be pretty sure you'll be 
able to win a race on that 
track. You won't have the 
benefits of Power-Ups or 
weapons, so your times will 
seem slower than they are 
in the Normal Race. 


came srLecr 
MAI RACE 
BATTLE RACE 


MAIN RAEING RETION 


When you opt for the Main Race, 
you'll need to pick one of the well- 
rounded racers if you want to win. 
Each of the difficult levels is set upa 
little differently, so be sure to prac- 


tice before you start racing. If you 
lose while you are in the middle of 
one of the circuits, you'll be frustrat- 
ed very quickly. Once you're ready 
for the race, keep your finger on the 


Wee 


throttle button and don’t let up! 
The object is to win. To do that, 
you'll have to keep from being 
disqualified. 


The Easy Skill Level has three rounds 
of five races each. The other racers 
are not very smart, SO you don’t need 
to worry about 
purchasing 
much Armor. 
If you invest 
your win- 
nings in new 
engines and 
better tir s soon as you can, you'll 
be able to speed your way to the top 
of the rankings. If you can’t win one 
of the races, you 
can make up the 
missing points in 
a later event. As 
long as you finish 
in the top three 


spots by the end of the round, you'll 
the 


move on to harder 
Modo, Grease 
Pit and Lim- 
burger are§ 
your best 


picks. 


races. 


‘CHOOSE YOUR 
WEAPON 


‘ach of the racers hasa different 

special weapon that you can use 
to eliminate your competition. 
You won't b able your 
weapon on the first lap of arace, 
but it will fully recharge each lap 
after the first. With certain 
weapons you shoot the 
leader of the With other 
weapons you can guard your tail 
and keep your lead. 


to use 


can 
race. 


The Medium Difficulty Level has 
two more rounds of five races, 
bringing the total number of races 
to 25. The later tracks in this level are 
very twisty, 
so you'll 
need to 
build 
up both 
engine and 
tires before 
you finish 
the third round. You can build your 
wea Pp ons 
and armor 
as needed, 
but don’t 
waste your 
money on 
unneces- 
sary equipment. If you choose a 
racer with a strong grip, you'll be 
better equipped to handle the hair- 
pin turns you're going to find. 
Throttle, Vinnie and Karbunkle are 
good racers for this level of racing. 


THROTTLE 


Throttle’s specialty is the 
Tornado Shot. It can 
shoot a good distance in 
front of you, but wait 
until you can see your 
opponent before you 

fire 


Mono 

Modo is equipped with 
the Bionic Crash, When 
activated, he can crash 
into the other racers and 
damage them. It will also 
boost Modo's speed. 


Now that you’ve 
managed to make 
it through the 
Medium Level, 

s you're ready to take 
on the best this game has to offer. The 
Hard Level offers players one more 
round of tracks to test their skills, and 
these tracks are 
tough! Pick your 
favorite racer and 
build him up as 
quickly as you can. 
You'll need all the 
power you can get, inchidingv weapons 
and armor, 
because your 
opponents are 
out to get you 
this time! If you 
@ find you just 
can't make through all of the tracks, 
you can play a two- 
player game and let 
Player 2 sit idle. It will 
be one less racer for 
you to beat. 


GREASE PI T 


Grease Pit can drop a 
bomb that will tem- 
porarily turn his ene- 
mies into piles of 
grease. His weapon 
works best when, 
dropped behind him. 


i anEAKIE 


Karbunkle can turn S. 
his enemies into 

mutants with his spe- 

cial weapon. If you 

get hit, you'll have to 

walk until the effects 


wear off, 


VINAIE 


Vinnie is able to 
jump his bike and 
land on top of the 
other riders. This is 
a difficult weapon to 
use in the Battle 
Mode of the game. 


LIMBURGER 


Limburgeris highly 4 
charged with elec- 
tricity, so watch out! 

If you get hit with 

this shot, you're in 

for a. shocking sur- 
prise. 
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DEMON’S CREST 


he door in the upper right 
corner of the town in Stage IT 
leads to a Black Lotus potion 
shop. To open the door, you must be 
Firebrand and use either Tornado or 


warp to Section 4 and continue to get Buster Power. 

Demon’s Crest. The one 

you see depends on how 
vellums you find. If you find all 
of the talismans, urns and vellums 
you'll get the Ultimate password. 
You can use the password to play 
Gargoyle. This time, you'll face 
the ultimate enemy, the Dark 


Use Ground Gargoyle to break the fire fountain, then 

here are two endings to 
many of the talismans, urns and 
in the game and defeat Phalanx, 
through the game as the Ultimate 
Demon, as your final foe. 


NINTENDO POWER 


HOW DO | OPEN THE DOOR IN THE NORTH- 
EAST CORNER OF THE TOWN IN STAGE II? 


Buster Power. To get Buster Power, 
go to Stage II, Section 2 and use 
Ground Gargoyle to break the fire 
fountain. Step into the hole to warp 
to Section 4, then fight your way to 


Section 6. Defeat Ovnunu, the slime 
eyes, to get the Buster Power, Return 
to the town and use it to open the 
door. The Black Lotus shop sells all 
of the potions available in the game. 


Return to the town with BusterPower anduse it to 
‘open the door to the Black Lotus potion shop. 


If you collect all of the items in the game and defeat 
Phalanx, you'll earn the Ultimate password. 


You can alsouse your Tornado Power to jump over the 
wall and open the door to the Black Lotus potion shop. 


9990900 aiRiea ii aie 


$3838888 
Se ee tBye Se 4 


o 


Use the p 
This time, you 


2 Ultimate Gargoyle 
the Dark Demon. 


ILLUSION OF GAIA 


HOW DO | DEFEAT THE VAMPIRES IN 


f you've placed the two statues 
and are still in the form of Will, 
youshould retrace your stepsand 
find the second Dark Space before 
trying to battle the Vampires. In the 
second Dark Space, you can trans- 


form your character from Will to 
Freedan, who will have a much easier 
time fighting the Vampires. To find 
the second Dark Space, retrace your 
steps but don’t slide through any 
holes. When you come to the place 


Alyse Galfano 


where there are si» esthatriseand 
fall, dash over the spikes to the Dark 
Space beyond and change into 
Freedan. Now return to the vampire’s 
lair and use his Black Friar ability to 
atttack them froma distance. 


Retrace your steps from the room where you place the 
statues, but don’t slide through any holes. 


Cross over the lowered spikes to reach the second 
Dark Space. Change into the form of Freedan. 


As Freedan, you canuse the Black Friar ability to 
attack the vampires froma safe distance. 


n Angel Village, when Ishtar 

traps Kara in his painting, 

you'll have to solve a series of 
riddles in order to free her. The 
final riddle is the most difficult. 
The answer is that, unlike the first 
room, the wind is blowing in the 
second room. When you solve all 
of the riddles, Ishtar will give you 
some Magic Dust. Sprinkle the dust 
on Kara’s painting and kiss the 
painting to free her. 


Point to Will's windblown hair to solve the last riddle. 


Ve, 


Sprinkle magic 
on the painting 
give it a kiss 


powder 
and 


Sprinkle the Magic Dust on Kara's Painting. 


o get the Spin Dash, go to the 
Great Wall and fall to the 
ledge where there is a Dark 
Space. Walk up to the Statue of 
Will to get the glowing sphere it’s 


(ERG 
= | 


At the Wall, fall to the ledge with the Dark Space. 


holding. You'll then learn the Spin 
Dash. To perform the move, hold 
the Attack Button down until Will 
begins to flash, then tap the L and 
R Buttons quickly until he begins 


62 FEE oc 
(32755 > 


= 


J 


Go to the statue of Will to learn the Spin Dash. 


to spin. When he becomes a blur, 
you can use the Control Pad to 
move him in whatever direction 
you choose. Use him to blast 
through enemies or fly up inclines. 


Hold down the Attack Button, then tap R and L to spin. 
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THE LORD OF THE RINGS 


* HOW DO THEAL AND REVIVE 


CHARACTERS? 


80 


o heal characters, use a heal- 

ing item such as Moss ora 

Mushroom. One item 
restores the hit points of the entire 
party. If you lose a character, there 
is no way to revive him. If you want 
to continue with your full party, 
make sure you record passwords 
each time you add a character or 
find a significant item. Now, if you 
lose a character, you can restart the 
game at the last password, but 
you'll have to retrace some steps. 


2 HOW DO | RESCUE MY PARTY FROM OL 


hen you and your party 
approach Old Man 
Willow, he'll bewitch you 
with his mysterious song, then, when 
you're close enough, he'll devour 
everyone except Frodo. Only old 
Tom Bombadil, the oldest man in 


F000 I 0046/0053 Ht _| 


When you approach Old Man Willow, he'll entice your 
party witha terrible tune, thenhe'll devour your friends. 


here are five Tomb Keys 

in Barrow Downs, but you 

can carry only four at 
once. There are two for the third 
slot. You'll have to use one of the 
keys before you can pick up the 
last key. (The second key for the 
third slot is in a cave, which vy 
labeled as Cave 11 in Volume 63 
but left of f the explanatory 
chart.) Before you get the key, use 
the other third key on one of the 
locked doors in the area. 


NINTENDO POWER 


HOW DO | PICK UP 


Toheal ailing party members, use items such as Moss 
or Mushrooms. One item heals all members. 


Middle-earth, can rescue your pals. 
Go Left then Up from the old tree to 
find Tom’s hut in the northern part 
of the woods. Talk to Tom and give 
him Old Man Willow’s letter, then 
return to the tree, Tom will be there 
already. He'll bring out his mystical 


FRODO Ml 0046/0053 


a 


Go west then north to Tom Bombadil’s hut in the 
woods. Show him Old Man Willow's letter. 


You can carry only four keys, souse the third ona 
locked door before looking for the last key. 


MAN WILLOW? 


You can restart with the lost character, but you don't 
have to have all characters in order to finish the game. 


flute and play a magical tune that 
will make the rotten old Willow free 
your friends. After reassembling 
your party, go back Up several 
screens to find a Bag that holds the 
Elvish Book. Now you and your par- 
ty can continue to Barrow Downs. 


FRODC 0050/0053 | 


Return to the old tree. Tom will play his flute and make 
Old Man Willow free your friends. 


The last Tomb Key is yingin a cave. You'll needit to 
open a door in one of the later caves. 


ecause the places where mis- 
B ons begin aren’t marked in 

any way, it can be difficult 
to find them. Using a combination 
of Sonar and probes helps. Use 
Sonar to see the distance to your 
target. When the Sonar gauge 
shows that you've reached the tar- 
get, send out a probe. If it comes 
back to you, move a short distance 
and send another probe out. When 
you're close enough to the target, it 
will lead you to the mission. 


HOW DO- 


DISTANCE TO TARGET 
ic 


Use Sonar to see how far away your target is. Keep 
moving until the gauge shows that you're close. 


Keep sending out probes until one of them finally 
leads you to the beginning of a mission. 


Y ou must first collect all of 
the flashing canisters in the 
area. Exit the Speeder to 


pick up the canister, but be careful 
about where you park because there 
are many enemies in the area, and 
even the fish and sharks can cause 


coc0ee i= 


The seaQuestitself is too big for the mission. Instead, 
take the Speeder to collect the canisters. 


damage to the Speeder’s hull if they 
swim into it. Eventually you'll come 
toalarge Whale, which won'tlet you 
pass by. To complete the mission, 
you'll have to exit the Speeder and 
attack the Whale. Keep firing at the 
big beast until you defeat it. It takes 


When you reach the Whale at the end of the stage, 
exit the Speeder and attack it with your weapon. 


many hits, but destroying it will cre- 
ate an opening that will allow you to 
complete the mission and move on 
to your next objective. You must 
ave all of the canisters from the 
‘a in order to defeat the Whale. 


\When you defeat the Whale, an opening appears. Take 
the speeder through the opening 


CALL THE PROS FOR POWER TIPS 


POWER SURGE 


Q: In Mortal Kombat Il, can! 
morphinto Sonja or Kano? 
A: Nope. Can't doit 
~ What does Noob Saibot 
* meanin MK II? 
A: It comes from the name 
* of the programmers, E 
Boon and John Tobias. 
(Boon Tobias) 


Q: How do you fly in The Death and 
* Return of Superman? 
. Jump, then press t 
* Button while you 


e Jump 
ein the 


A 

Q Can you choose which character 
you want to be in The Death and 
Return of Superman? 

A No. The character you control is 
by whic 


etermined 
you're in. 


stage 


WRITETO: 
Counselors’ Corner 


a7 
FBX oR 98073-9733 


er me 885-7529 


Mon.-Sat., 4:00 a.m, to Midnight and Sun., 
6:00 a.m. to 7:00 p.m. Pacific time. If 
you'vereached only a busy signal when 
you've called before, now’s the time to try 
calling again.To answer your questions 
more quickly, we've added a special voice 
response unit to handle eau: asked 
questions. And look for on-line answers, 
coming soon to a computer subscriber ser- 
vice near you! 
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THE Power Players 


PpRO- 


sain SUPER PUNCH- ouT! 


Here is a challenge for Tine ATTACK HONE 

all of you boxing fans. Joe,a “ic z 
Nintendo Game Counselor, has been play- GABBY JAY: 6” 64 nw Ae ies 
ing Super Punch-Out! and he’s come up ut 
with a few winning times that he thinks 
might be unbeatable. It’s time to put on BEAR HUGGER : 17” 71 
your boxing gloves and see if you can do 
better than Joe. We'll give Power Stamps to 10” } 
the top five entries that beat Joe’s times. Mr. SANDMAN : 1950 Mi cea 
Good Luck! want to beat 


} L AYER these’ times. recesses ERE 


wee STUNT RACE FX= 


LA Jeff and Stan Fry of Ashland, OH, have come up 
with a Stunt Race FX challenge for the rest of you to beat. On the 
Stunt Trax, see how fast you can clear the Radio Control | track. It 
took these guys a record 15.32 seconds! Until we geta better time, 
Jeff and Stan Fry are the top Stunt Racers. Congrats, guys! 


OWER 


Po 
eum®*"-DONKEY-KONG 


You've had two months to play 
Donkey Kong Country, so lets see 
how good you are. Have you fin- 
ished the game? Did you find 
101% of the areas? See how fast 
you can finish the game after 
finding all of the hidden areas. 


If you can’t find all of the areas, 
check out the Donkey Kong 
Country Player’s Guide. 


ENTER THE ARENAS? 


Be ure toinclude your name address and Member Number onthe backof yourpho- to qualify forthe Power Stamp prizes. The players that best meet the challenge 
towhen you sendin your Challenge or entry for one of our challenges. Allentries to _ will receive four Super Power Stamps for use towards the purchase of Super 
the Challenges printed in this issue must be received no later than February 20,1995 — Power Supplies. Scores printed are determined by the Nintendo Power Staff 
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KEN GRIFFEY JR. 
PRESENTS MLB 


Most home runs in 


aseason. 
Bernard Fagan 193 
Middletown, RI 
Ken Walker 
_ Derry, NH 
any lucas 75 
acramento, CA 
Todd Sorenson 70 
Remember that using any game Superior, WI 
enhancement devices disqualifies Henri b lorthern 65 
your entry from all of the challenges, Millington, AM 
and immediately qualifies it for the ey ea NI 83 
Here are a couple of great highly coveted Pants on Tre SRR 59 
scores from a couple of great Fire award! Hey, if you ea GA 
players, but, unfortunately, want to win, you Casey Stec 54 
they won't be receiving any have to do the Downers Grove, IL 
Power Stamps. The photos work yourself. Christopher Shrake = 53 
are great, the scores are ane Ridge, IL 
great, but the players me Meyer 52 
forgot to include Phoenix, AZ 


their names 
and addresses 
on the back of 
the photos! 
Sorry guys --bet- 
ter luck next time. 


MONTH'S 
WINNERS 


CHALLENGE 
XN 


SUPER METROID 


Fastest finishing times. 


Brod Jackson ss) 
rairie Village, KS 
Douglas Szperka 358 
Philidelphia, PA 
Brian Dobble 58 
isbon Falls, M 
Before you can enter one of the challenges, you Robert Lindsey 359 
must first capture your score on film. As many of louston, TX - 
you know, taking good photos of your television screen Nathan Green 1:02 
can be tricky. If you are taking a photo of a Super NES or Oak Grove, MD 
NES game, first move your system near your television so Shawn Conn A 102 
you can get a photo of both the system ie fersonville, IN ; 
3 and high score at the same time. Dim Jamison Vandal 1:05 
= the lights in the room a little bit, then awtucket, Rl 
E takea few photos withouta flash. When John Mac kenzie 1:05 
é you are taking a photo of a Game Boy, Ro ngstone MN ’ 
place it on a flat surface and take the Jason Ste fen 1:06 
photo using natural light (NO FLASH). = ruit Heights, UT 
Gopal If you are using a game enhancement ~~ Ggoq Photo! Steven Farrier 1:07 
Steven Abshire device to get a winning score, quit _BenMiller ellevue, WA 
Pasadena, TX cheating and try again without it. Honor, Ml 
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SECRET PLAYER 


When you begin a new game, go to the s 
i énter the initials V and I, place the cursor on the letter J, then press 


It’s an all-out two- 
on-two tourna- 
ment, and all of the 
best players in the 
NBA are coming to 
play. The rules are 
gone and the game 
is rough, but the 
best players can 
take it. When the 
game gets going, 
the NBA is jam- 
ming! 


y 


— 


ames, So it’s no wonder 
ams in the NBA are rep- 


am was one of last year’s hottest sports 
Acclaim has brought it to the Game Boy! All the t 
resented in this aw 
ers couldn't make 


Turbo, but with pr 
you'll catch on quickly. 
with the original S 
game, the codes a 


SUPER 
YY 


This game doesn’t take advantage of the 
Super Game Boy, so you'll need to make 
up your own palette and boarder. 


reen where you enter your ini- 


NBA JAM 


Turning on the CPU Assistance will let the computer 
control your teammate. This is a good option to use if 
you're just learning to play. The computer will shoot 
and block whenever it can, letting you practice your 
own playing. You can also turn on the Tag Mode. You 
will switch players whenever the ball changes hands. 
This is a good option if you tend to dominate the 
game anyway. 


Check out the Tag Mode if you're the kind 
of player that demands to be in control. 


When you play, you can also choose to turn the CPU 
Assistance off. If you do this, the computer will not 
control your teammate. It can be difficult to win if 
you play this way, so be sure to practice before you try 
this game option. You can also change your oppo- 
nent’s skill level if you’re having trouble beating 
them or need some extra challenge. 


When you play without the CPU you won't get 
any help from your partner unless you ask for it. 


URBO POWE 


You can improve your chances of winning when you take advantage 
of your Turbo Button. The bar at the top of the screen represents 
your turbo power, whenever you press the Select Button you can 
boost your skills until the turbo bar runs out. 


If you have the Turbo Button pressed when 
you shoot near the basket, you can pull off a 
mondo dunk! The longer you have the Turbo 
on, the better the dunk. The players with the 
best dunking ability tend to have the coolest 
moves. 


Press the Turbo Button when 
you pass and you can rocket the 
ball past the other players. Use 
this when the other team has a 
strong defense or you're run- 
ning out of time in the game. 


Does the other team keep scoring on 
you? Then shove them out of the 
way. There aren’t any fouls in this 
game, so use your Turbo power to 
knock some heads together! 


THE CODES TO KNOW 
POWERED-UP DEFENSE POWER UP 
Choose your favorite team and enter your password. When the DGEEGOHSB 


Ponight’s Match-Up screen appears, tap any Button five times while 
holding Up on the Control Pad. 
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So you know basketball inside-out. Well things are a dif- 
ferent when you play a two-on-two tourney. You'll find 
that the best teams tend to be the teams with the biggest 
stars. While the name of the game is NBA JAM, you may 


find you'll score better with a three-point shooter or win 
more often with a defensive team. Find the team that best 
fits your playing style and get jamming! 


WESTERN ¢ MIDWEST 


DALLAS 
MAVERICKS 


The Dallas Mavericks 

are not a high-scoring 
team, but they are very quick. 
It can be very frustrating 
when you play these guys, 
because they will run 
down the court, and 
knock you over before 
you can get your shot off. 


HOUSTON 
ROCKETS 


Maxwell? Maxwell, 
who? With Olajuwon on the 
court, most people outside of 
Houston forget that Maxwell 
is even on the team. 
Olajuwon has the speed 
and power to dunk the 
ball every single time, but 
if you’re a three-point 
shooter you better pick a 
different team. 


SAN ANTONIO 
SPURS 


Robinson is known for 
his dunking and his defense. 
When you back him up with 
Ellis’s three-point shot, you’ve 
got a team that’s tough to 
beat! San Antonio isa 
great team to play as if 
you're just learning how 
to play this game. Beating 
them is tough when 
Robinson is in the way. 


ala 


BYCAEES, 


SECRET PLAYER 


DENVER 
NUGGETS 


One guy can dunk, the other 
can hit three-point shots, but if you 
mix them up, you're going to miss 
every time. Use Mutombo for steal- 
ing and dunking the ball. If you 
can get Abdul-Rauf hot, you 
can hit three-point shots like 
there is no tomorrow. Denver 
is really underrated in this 
game, 


MINNESOTA 
TIMBERWOLUES 


If you’re a Timber- 
wolves fan, you may do bet- 
ter to play as Rider than 
Laettner. While Laettner is a 
well-rounded player, 
you'll have more fun 
with Rider’s speed and 
dunking ability. 
Neither player can hit 
three-point shots. 


UTAH 
JAZZ 


The Mail Man can 
deliver when you need to 
score! Utah is always a wild 
card. It you can block 
Malone’s shots (unlike- 
ly), you still have to get 
past Stockton’s defense 
(nearly impossible). 
This is a hard team to 
beat. 


When you begin a new game, go to the sereen where you enter your ini 
tials. Enter the initials Band A, place the cursor on the blank square 
then press Up, Aand Bat the same time. Phe initials BAT will be 
entered and youll find a secret character! 
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GOLDEN STATE 
WARRIORS 


The Golden State Warriors 
aren't known for power asa team, but 
they are showing some in this game. 
Webber is the fastest slam dunker in 
the game. He'll steal the ball, tur- 
bo down the court, then smash it 
for a quick two-points! Sprewell 
does a good job at backing him 
up when the Warriors needa few 
quick points for the win. 


LOS ANGELES 
LAKERS 


Divac and Van Exel are 
well-rounded players when 
they play asa team. While Van 
Exel is weak at dunking, he’s 

quick and can steal 
the ball. When Divac 
gets the ball, he can 
dunk it with ease. The 
Lakers aren't the best, 
but they're still good. 


PORTLAND 
TRAIL BLATERS 


If you play as 
Portland, you sacrifice 
speed and defense fora 
better outside shot. 
Drexler is a great player with 
some awesome dunk moves 
and Robinson is a good back- 
up man. Together, these two 
can easily make it to the cham- 
pionships. 


LOS ANGELES 
CLIPPERS 


The LA Clippers are surpris- 
ingly good this time around. 
Richardson is one of the best all- 
around players in the game. He is a 
scoring threat from anywhere on 
the court, and can outrun just 
about anyone. Add a well-timed 
burst of speed with the Turbo 
Button and you can’t be caught! 


g 
SUNS 
It's lay-in city if you're playing 
with KJ. He couldn't dunk the 
ball if he were sitting on top of the 
backboard. You would think that the 
Suns would be easy to beat, 
except when you team KJ up with 
Majerle, you better watch out for 
the three-pointer. These guys can 
almost hit from half-court! 


SEATTLE 
SUPER SONICS 


Defense? Yes. Speed? Yes. 
Dunks? Oh, yeah! Shawn Kemp is the 
man when it comes to dunking. 
When you pair him up with the 
above average skills of Schrempf, 
you've got the team to beat. Who 
knows? They might actually 
make it all the way through the 
play-offs this year. 


SACRAMENTO Are you afraid of scoring from the paint? 

The Sacramento Kings can wina game with- 

KINGS out ever getting close to the hoop. Stand out- 

side of the three-point line and keep 

shooting. Richmond has one of the best three-point shots in the 

game. The Kings are fairly strong in the other skills, but not strong 
enough to make them a powerhouse team. 


THE CODES TO KNOW 


POWERED-UP INTERCEPT 


Choose your favorite team and enter your password. When the 


Match-Up sercen appears, tip any Button 15 time 
ghton the Control Pad 


POWER UP 
ZOTEREEPT 


s while 
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tough to beat. Aun isa we 


player, but he is missing the 


good partner. 


CHICAGO 
BULLS 


Chicago is definitely a slam 
dunk team! You can play as Pippen 
or Grant and still dunk well. Both 
players are above average in 
their defensive skills, but 
Pippen has the advantage 
when it comes to speed and 
three point shots. Beginning 
players should be able to dom- 
inate with this team. 


DETROIT 
PISTONS 


EASTERN ¢ CENTRAL 


rounded player, with above average 
abilities in all of the skill areas. 
He can shoot, he can run and he 
can steal! Blavlock is a strong 


dunking skills. He is quick and 
can steal the ball, making him a 


CHARLOTTE 
HORNETS 


Charlotte is by far the best 
team in the East. Johnson and 
Mourning are both great players. 
Johnson isa little better at 

the dunking game, but 
Mourning has the advantage 
when it come to defense and 
speed. Want to beat this 
game? This team is a good 
one to pick. 


CLEVELAND 
CAVALIERS 


If you want speed and defense, 
play with Price. If you want to 

, take Daugherty instead. 
Taking 
this team 
to the 
champi- 
onship is a 
real chal- 


INDIANA 
PACERS 


The Indiana Pacers are 
lucky that the Bucks are in this 
league, or they would be the 
worst in the East! If you're 
going to play with this 
team, run down court 
with Miller and shoot for 
the three. 


Mills is the scoring player on 
the Pistons. Get him the ball and he 
can slam it down for two, or shoot it 
from the outside for three. If 
you like playing as Dumars 
you'd better shoot from the 
outside. Although he’s fast, he’s 
one of the worst slam dunkers 
in the league. 


MILWAUKEE ‘ ane This is not the team of choice 
yo 


e just learning this game. 
s below average in all of his 


sl nd Murdock’s only strengt! 
his speed. Neither chara sable to dunk the balll, so stick 


to the jump shot if you want to win. If you can win the 
championship with this team, you deserve some respect. 


SECRET PLAYER 

game, go to the screen where you enter your initials. 

andR, place the cursor on the letter E, then press Leftand 
The initials FRD will be entered and you'll find a secret 


When you begin a ne 


Enter the initials 
Bat the same time. 
character! 
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BOSTON 


£& S CELTICS 


7 Brown is the Celtic of 
} choice if you like to sink the 
three point shot, but Wilkens is 
the better slam dunk shooter. 
Boston has a fairly 
strong defense, but you 
wouldn’t want to 
depend on it. Try to 
score early in the game, 
then hold your lead. 


NEW JERSEY 
NETS 


This is a team for 
players that play alone. 
Coleman is an awesome 
player with great all- 
around power, while 
Anderson is good at 
defense. Whatever 
you do, don’t let 
Anderson dunk, he'll 
miss it every time! 


ORLANDO 
MAGIC 


Great speed anda 
strong three-point shot 
are what Anderson and 
Hardaway give the 
Magic. Heat things 
up, then shoot as 
many three-pointers 
as possible. Sorry, no 
Shaq. 


BULLETS 


defensiv 
the net! 


EASTERN * ATLANTIC 


WASHINGTON Gugliotta and Cheaney make an 


above average team for the 
Washington Bullets. Both players 
are fairly good scorers and have 
the speed to get around the court, but they both lack in 
skills. If you're playing against them, drive for 


NBA JAM 


MIAMI 
HEAT 


The Miami Heat can bea 
tough team to win with, unless you're 
a good player. Seikaly is good at the 
dunks and the defense, but moves 
like a snail. Rice is fast, but can 
only hit from the outside. Your 
best bet is to use Seikaly to steal 
the ball, pass it to Rice then let }; 
him shoot the three pointers. 


NEW YORK 
KWICKS 


When Ewing and Stark take 
to the court, get ready for some 
heavy D! Nothing can get past these 
guys when it comes to defense, so 
their opponents have trouble 
scoring. If you want some dunk 
action, pass the ball to Ewing. 
That man can fly all the way to 
the net. 


PHILADELPHIA 
76'ERS 


While Weatherspoon and 
Malone aren't the fastest guys on the 
court, they are well rounded in their 
skills. You'll need to take advan- 
tage of your Turbo Button if 
you plan on taking this team to 
the top. Look at your opponent's 
skill levels and try to take advan- 
tage of their weak points. 


THE CODES TO KNOW 


SHOT % DISPLA 
Choose your favorite tear 
Match-Up screer ars, ta 
until the game be; 


ay Button thre 


nd enter your password. When the Toni 


times, then hold Up ai 
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= OPEN UP! 


Destroy the motor a few plat- 
forms down, then come back 
up for a couple of hearts. 


Daffy Duck, aka Duck Rogers, is off for eta space : 
and a battle with Marvin the Martian. Armed with a ~~ 


VAGWD cay gun and equipped with a back pack, Daffy will fight 
through four galactic stages in his quest to save the earthlings. 


THIS ISN'T PISMO BEACH! 


TAIL ap 


Use short, quick 
bursts of Daffy's 
jet pack to get 
out of tough 
spots. 


HEARTS 


Find hidden hearts along the way 


tokeep Daffy i 
quacking. 2 
wana 


1-UPS 


Sometimes, taking the long way 


DUCK SHOT 


VBmMAH 


A few quick can earn you 
shots from an extra life! 
Daffy’s blaster 

can take care of 


most enemies. 
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Daffy begins his quest at the edge of Marvin's fortres 
riddled with lots of pitfalls and, to top it of f, Marvin's ove Ee ae his hound: 
ing poor Daffy. 


When you come to this push cart, jump over it then Be careful not to shoot any links of this wavy bridge. 
shoot itto the left. After backing up a little, hop on and You can walk across it, but be sure to jump the last 
make a well-timed jump to send Daffy flying few feet to safety or risk sending Daffy plummeting! 


When you getto this tight spot, step _—— Watch for a dive-bombing bug on this 
off the last rock and land in the narrow lonely crossing, Don't let him break 
opening with a flick of Daffy's tail your concentration and send you falling, 


When Daffy’s fallen just below the 
opening, give a burst to the right. 


This bug will hover for a few sec- 
onds, then attack. Be ready! 


Though it may seem that Daffy doesn’t 
have anywhere to go, he can reach a ledge 


with a long, two- or three-burst jump 


Aftera toughpbattidm th Magyin, Daffy now has to negotiate the 
« spiky corridors of an underground lair. He'll have to come up with some 
‘duc 


moves to make it pen the i then face an oversized 


al omer re pe 1 


This heart is tempting, but 


what about the spikes? If you & 


drop off the ledge and jump at 
the last minute, you can pick 
up some valuable life and stil 
make it over unscathed. 


After getting by the 
shooting robots, you'll be 
attacked by a swarm of 
Marvin's clan. 


What a re-Volt-in’ situation! Daffy has 
to walk carefully to avoid being 
zapped by a bolt of 

electricity. And 

once you're 

through, be ready to 

avoid cannon fire. 


Walk to the bed of spikes and lure the space ship 
lurking overhead out of position, then take the 
upper platform to avoid getting sore flippers. 


These spikes are de-thpi- 
cable! Drop off the right 
of this platform, but cut it 
close or you'll get stuck! 


S 


b —" 
- yd 
A ee 


When you drop in on this 
cannon, don’t waste your 
time shooting atit. Just 
make a quick step to the 
left and keep going, 


There's no jumping over these 
spikes. Instead, go face to face 
with this cannon and blow it away. 
Then free up the push cart, jump on board, and 
ride to safety in style! 


Oecd 


Shoot Daffy a path through these barrels, but be 
careful not to shoot the ones you need to walk on 
to get to safety. 

Now that you've got the hang of 
the Martian ways, you're ready 
to tackle the next levels. Daffy 
will need to summon all of his 
mallard powers to make it past 
the hordes of robots, bugs and 
many other surprises he'll have 
e. All this trouble has put 
Daffy in a “fowl” mood, and he 
wants to get back home to take a 
real vacation. But to do that, 
Daffy’s going to have to 
meet Marvin ina final battle for 
freedom! 


To getto the next girder, use three 
quick bursts of Daffy’s blaster to make 
it safely. But be quick to jump again! 
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RUNNINCBACK 
Wie Recewers 
‘OFFENSIVE LINE 
DEFENSIVE LINE 
Line Backers 


‘SECONDARY 
KICKER 
Bunter 


AUERACE 


Te g 5s 
Pe se =| ef es | 
4 . " ONE POINT KICK 
3 4 ONE POINT KICK > THO POINT ATTEMPT a 
| THO POINT ATTEMPT \] 
4 
‘ .~ 
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MADDEN 95 


A TEAM PLAYER 


Madden 95 has a football team for just about any football fan. There 
are 28 teams in the regular league. Each team has different str engths 
and weaknesses, allowing players to pick teams that match their gam- 
ing skills. There are also several special teams that you can use for 
exhibition games. There are 38 classic championship teams, each 
with the skills that took them all the way to the top, and 14 all-star 
teams made up of the best players from the history of football! 


FIRST QUARTER KICKOFF 


You can’t begin the game without a kickoff, but before you kick the ball 
there’s the coin toss. Call the toss while the coin is in the air and hope that 
you win. The winner decides whether his team kicks or receives the ball. 


Pray Moe = Exuternion 

Mome Team = Sen Dicco 
Dvuisivor Team Seatme 

Game Lenctn 20 Minutes 


Try to get as many 
yards as possible on 
your kick return. If 

you get good field position early, you can 


After the coin has been tossed, the win Set the power and the direction of the score right away! Nothing feels better to 
ning team can choose whether to kick the kick and then let it rip! Try to trap the kick a football player than being in the lead— 
ball or to receive the kick. returner in the corner. except for winning! 

This is your chance to show the world— __ training you're ready to take the fight to 


or at least your opponent—what you've _ the gridiron. Set your game plan and 
got. After all of that practicing and _ hike the ball! 


b a5] Lal oopoalf 
8 
aaere 
First pick a play formation that fits Pick a play that will give you good When the teams line up, you'll have a i 
your style of play. Are you a passing yardage. Remember that youdon't —_few seconds to call an audible to 
team or a running team? have to score on every play. change your play. 


Ifyou see an open receiver down- Nothing beats @ good play, but don’t. You get four downs to move the ball 
field, press the button indicated for overuse it. Try to mix your plays up so upfield ten yards. If you fail, you're out 
that receiver. the defense doesn't catch on of there! 


AT THE END OF THE FIRST QUARTER, 
SAN DIEGO LEADSISEATTLE 


SECOND QUARTER | 2. 


Now that you've tried out your game plan, you may find that it isn’t Si ae ® 
working as well as you'd hoped. Make sure that you set a few good audi- (FORM RUN-SHOOT SHOT CUN 
ble plays that you can call on short notice. Picking plays that are com- SEE BC rao ae 
pletely different from the plays you normally use will catch the defense - 


off guard and help you score. Use your defensive audibles to adjust 
your line and surprise the offense with a quick blitz! 


SRD DOWN CONVERSION 4TH DOWN 


Yourteamfashird See Nobody likes to face a 
RESET | NO MUDOLE | FLIP 


fourth down, but it’s 
important to know 
what to do if you have 
to. If you think you can 
make the yardage for a 
first down then go for 
it, but if you don’t feel 
confident try fora 
field goal or punt the 
ball away. 


downand you need major 
yardage to geta first 
down. If there’s a play 
you've mastered, use it. 

rs would use a 


good Halfback usea run pick 5 olay you're familiar with when 
ning play and throw off it's third down 
the defense. 


Fourth down and inches — the perfect 
time to use the Quarterback Sneak. 


Make sure you pick a play that If you make the play, you're on the way If you are close enough to the end If all else fails, punt the ball away and 
matches your team’s strengths. to the end zone! zone, try to score with a field goal try again next time. 


DEFENSE 


While a good defense in just as important as a good 
offense, it doesn’t seem as difficult to stop a play in this 
game as it does to make one. Here are a few pointers. 


| @esen | 


Rath ore Te, 


Calling the right play is key Ifyou break past the offen- Interceptions are harder to 
for good defense, so wait _sive line, jump at the OB get, but can really turn the 
until the offense is set. and sack him for a loss! game around. 


WEEK 32 2 


There isn’t any halftime 
show, but you can use the 
break to see how 
your team is far- 
ing. You canalso 
substitute your 
Quarterback or 
Halfbacks for 
fresh players. 


Check out those halftime stats! 
Things are looking good. 


mh A AB Bla BN 
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THIRD QUARTER 


Half-time is the perfect time for you to readjust your game plan. Look = ee 
at the stats, see how your team is doing, then make a few changes to SAX oi x 
your team. If you're having trouble running, think about usingafew 
passing plays, or vice versa. When the third quarter begins, change 
your audible plays accordingly. That way you can throw off your 
opponent by calling a play he doesn’t expect! 


TIME TO SCORE 


It’s deep into the third quarter and time is likely to get tougher in the fourth quar- 
running out. You better score now, while _ ter, making it difficult for your team to 
you have the opportunity. His defense is score. 


Time is running out and we're not Call for the Play Action Fake and hope Spot the open receiver and let the ball 
ready—better call a time-out. for the best. fly. What a catch! 


If you think you can score, try for the two You only need to move the ball a few With a quick pitch out to the Half-Back 
point conversion. yards, but it won't be easy. you score the extra points! 


FOURTH @UARTER 


Watch the clock when the fourth quarter rolls 
around. If you're ahead, you'll want to take your 
time between plays and don’t let the other team 
get a hold of the ball. If you’re behind, it’s time to 
pull out all the stops; you don’t earn champi- 
onships by almost winning. Try to convert on 
fourth down and go for the extra points after a 
touchdown. 


The defense read the play and 
stopped you short of a first down. 


The Quarterback is 
tired, so it might be a 
good idea to bring in 
the second string OB. 
He's well rested and 
able to do the job. 


The Kicker gets the job done with 
seconds to spare. Victory is ours! 


saananeneeanneeees Benue! 


EW DIMENSIO N 


framcars 
. GLIDER! 


Win a Glider actually used by 
King Ra’s Horus guards in the 
filming of StarGate! 


Play the role of JackO’Neil 
‘in Super NES StarGate from 


Sn Gmaneae BE SENGESHMD 
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Please answer the following questions on the postcard provided below, then enter our Player's Poll Contest by sending it in! 
A. Please indicate, in order of preference, your five favorite Super NES games. 
B. Please indicate, in order of preference, your five favorite Game Boy games. 
C. Which three games on the list are you most interested in playing? 


D. How old are you? G. Which January Bonus Issue is your favorite? 
1. Under 6 3.12-14 5. 18-24 1. This year's Bonus Issue (Volume 68) 
2.6-11 4.15-17 6. 25 or older 2. Last year's Bonus Issue (Volume 56) 

3. The January 1993 Bonus Issue (Volume 44) 

E. Sex 4. | didn’t get the Bonus Issue because I'm not a 

subscriber. 
1. Male 2. Female 
2 

F. What is your favorite bonus in the January HBO yeulown'Donkay Kong Courtty? 

Bonus Issue? 1. Yes 2. No 
1. The Killer Instinct Trading Cards |. Do you own a Super Game Boy? 


2. The glow-in-the-dark cover 

3. The T-Shirt Iron-on 

4. Top Games of 1994 feature 

5. Coming Up in 1995 feature 

6. | didn't get the Bonus Issue because I'm not a 


1. Yes 2. No 


subscriber. 
Trivia Question: What is Batman's real name? 
Answers to the Player’s Poll - Volume 68 

Name Tel. 
Address 
City State/Prov. Zip/Postal 
Membership Number Age 
A. Indicate numbers from 1-132 (from the list on the back of the card) 1. 2. 3; i 
B. Indicate numbers 133-172 (from the list on the back of the card) 1. 2: KH 4. 
C. Indicate numbers 1-172 (from the list on the back of the card) H 2. KA 

D. E. Ee 

123456 172 123456 

G. H. I 

1234 12 1-2 

Trivia Answer. 


¢ eo GET POWER TO BURN WITH 
BACK ISSUES AND TIP BOOKS! 


Did you know that you can get So what are you waiting for? 
back issues of Nintendo Power? Fill it out. Detach it. Mail it. Here's 
Or special Tip Books designed to _‘ the address: 

make you a Power Animal? Well, Nintendo Power Magazine, 
you can! Just fill out the other P.O. Box 97032 

side of this card. Redmond, WA 98073-9732 


Super NES 36. The Grea Crees Myst : 
: ory Staring Mickey & 71. Newman-HaasIngy Cat Racing » 106. Super Bonk 
1. ACME Animation Factory Minnie Featuring Nigel Manseft ‘107. Super Mario All-Stars 
2. Addams Family Values 37. Home Improvement 72, NHL Hockey ‘94. 108. Super Mario Kart ht 
3. The Advotures of Batman & Robin ~ 38. sion of Gaia 73.NHL'95, 108. Super Mario World 44806, Mario * oe 
4 Aare the Acrobat 2 39, The incredible Huk 74 NHL Stanley Cup : 110; Super Met 14 IEA toernatonal 
5. Aero Fighter 40 Indiana Jones! Greatest Adventures 75. Nickelodeon Gats {1H Super Punch-Out A sas uum tak = 
& A Strke Pavol 41 Jam 76.Pacin Time 112 Super Retum ofthe Jed 7146. Kitty's Dream Land» 
7.) Unters oad tthe Top 42. Juggemauis Tr PpoMan2 113. Super Stee! Fghter Sater sible x 
8. Animaniacs 48, Jurassic Park 78, The Pagemasior 144. Tarzan, eye) 
9. Ardy Lightfoot ‘44: Jurassic Park 2 79. Pieces 115. Tecmo Super Bow! ta ‘The Logond of Ze Link's A 
10. Baz 45, Ken Grtley Jr. Presents MLB : 80, itil: The Mayan Adventure 416, Tetris & Dr. Mario 49, Madders 95, 
14. BatleTech 46, Kid Kiown in Crazy Chase 81, Power instinct 417, Tete 2 ae ‘Mega Man 
42. Beavis & But Head 457. Kibys Dream Course 82 Radical Rex 118.Tin Star 2 151. Movi I: Retun of Sai 
13. Biker Mice From Mars 48. Knights of Justice 83. Ren & Stimpy: Time Warp 199. Tiny Toons Wacky Sports 
1 Blakthome 49. The Lagond of Zelda: A Link othe Past 84, Ase ole Phoenix 120. TNN Bass Tournament 
15. Brain Lord 50, Lemmings 2 85. Rise of the Robots 421, Top Gear 3000 
16. Brainies ‘Sf, The Lion King 86, Robotrek. 122. Top Gear 2. 
17. Breath of Fire ‘52. Looney Tunes Basketball ‘87, Samurai Shodown 123. Ultima Mai: The Black Gate 
18. Brett Hull Hockey 95 53. Madden's NFL 94 88. seaQuest DSV 124, Unchariea Waters—New Horzons 
19. Brutal: Paws of Fury 54 Madden's NFL'95. 89. Secret of Mana 125. Uniracers a 
20, Cannondale Cup 155. Mario Andretti Racing 90. Sengoku 126. Vortex 
21. Civilization ‘56. Mano Paint 91. The Shadow +127, Wario's Woods: 


22. C2 Judgment Clay ‘57. Mega Man X ‘92. Shag Fu 128. Wild Snake 180, Space invaders = 
23. Demon's Crest 58. Mega Man X2 $3. SimCity 429. Wolverine ze 461. Star Trek: Generations re 
24, Disney's Aladdin’ 58, Metal Morph 84, Sparkstor 130. WWE Raw § 

25. Disney's Jungle Book 60. Michael Andreti’s indy Car Challenge ‘5. Spor Mar 8 Venom in Maximum Camage 131. ¢Men: Mutat Apocalypse . 

26. Donkey Kong Country 1. Michael Jordan: Chaos in the Windy City. 196, Star Fox 132. Zero: The Kamikaze Squire 

27. Dragon View 62. Mickey Maria ‘97. Star Trek: Deep Space Nine ~ SR 

28. Earthworm dim £63; Might & Magic Isles of Tora 96. Star Trek: Star Fleet Academy Game Boy 4 

29. ESPN Sunday Night NEL ‘84 The Mighty Morphin Power angers 95. Stone Protectors 198. Alon Games. 9 

30. F-Zero ‘85. Mortal Kombat 100. Street Fighter I! Turbo. ‘134. Bobby's World 

131. FIFA Intemational Soocer 66. NBA Jam +101, Street Hooke) ‘95. 135, Break Thu 

32, Final Fantasy 0 67. NBA Live 95 102. Street Racer 136. Casino Funpak 

33. Final Fantasy 68, NCAA Basketball "103. Stunt Race FX 137. Contra: The Alien Wars 

‘44. Fire Team Rogue 68, NCAA Final Four Basketball 104, Super Adveriture istand 138, Daffy Ouck: The Marvin Missions 

+35, Frankenstein 4 79.NCAA Football 108. Super Bomberman 2 199. Desert Strike 


Nintendo Power 


P.O. BOX 97062 
Redmond, WA 98073-9762 


Whihilthoblbbbobbtholt ttl 


“Quaney (ut Caan Taal 
eee ee) atume St (Aug. 29 $0.00 gcnee 
Volume 52 (Sept. $250 $600 H 
BACK ISSUE / TIP BOOK ge] 
Soo ; 
ORDER FORM Se) } 
$600 5 
$5.00 H 
$00 H 
If you missed these classic Nintendo Power issues, don’t miss out now! $600 $ 
Prices listed include the cover price plus the cost of shipping and handling. $500 § 
Volume 68 (Nov. 54 $800, 5 
Volume 67 (Dec. 94) $600 5 
s $26.00 5 
Heo Hy 
Name Set (Vol. 26-31) $28.00 $ 
i Sat vol 32.37) $26.00 $ 
a lesues and wots not on th oars vey ted varios 
Super Mario'ros. 3 (Vol. 13) $450 600 s 
Wie Sadan Vo S ee : 
City ) State/ Prov, Zip/Postal = Soaper oats We. 38) bred bg H 
Tip Books 
Phone Membership No. rice Flow ie Win a Super Mare Brom B38 $00 H 
Please check method of payment: Players’ Gulden 
J Check or Money Order i MasterCard O Visa Same oy 3 eco se H 
(Payable to Nintendo) ZokRcA Ur the Past Se sesso H 
Top Secret Password Book Sie $25.50 H 
Mano Paint Sao $17.50 5 
Stet Fights I Turbo $18.00 $2550 H 
Supet Maro alt Stare Ste00 $25.50 $ 
Zoli tints Awakening $13.00 S170 H 
Gredit Card Number Expiration Date Supe Metroid 0 $720 3 
( ) Kong Cov 00 $17.50 s 
“Ceapntc 
Cardholders Signature Telephone No The Legend ot Zale Os 29 78 : | 
Cardholder's Name Washington State residents add 8.2% sales tax (multiply subt Offer valid while sup- Subtotal $ 


plies last! Allow six to eight weeks for delivery, Enclose this card along with your payment or 
credit card information in a stamped envelope and mail them to this address: Nintendo Power Sales Tax $ 
Magazine, P.O. Box 97032, Redmond, WA 98073-9732 Tot § 
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NINTENDO POWER 
Pane VOL. 68 


P.O. BOX 97062 
REDMOND, WA 98073-9762 


NINTENDO POWER 
T-SHIRTS 


The perfect T for 
time travel—don’t 
go through the 

Gate without one! 


50 WINNERS! 


Bett. re 
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PD 
SS ol oto Tr otis 


DONKEY KONG COUNTRY 5 3 

MORTAL KOMBAT II 1 4 

FINAL FANTASY III N/A 1 
4 SUPER METROID 2 9 
5 THE LEGEND OF ZELDA: A LINK TO THE PAST 3 36 
6 THE MIGHTY MORPHIN POWER RANGERS 8 3 
7 SUPER PUNCH-OUT!! 20 2 
8 SUPER STREET FIGHTER II 7 7 
9 EARTHWORM JIM 16 3 
10 KEN GRIFFEY JR. PRESENTS MLB 4 10 
NN ILLUSION OF GAIA N/A 2 
12 NBA JAM 6 ll 
13 DISNEY’S ALADDIN N/A 12 
14 SUPER MARIO KART 13 26 
15 SECRET OF MANA 9 14 
16 THE LION KING 10 2 
7 NBA LIVE ‘95 18 2 
18 JURASSIC PARK N/A 12 
19 MEGA MAN X 1 13 
20 STUNT RACE FX 14 7 


10 POWER 


1 | Or zapa” LINK’S AWAKENING 


2 | DONKEY KONG 2 8 
3 | MORTAL KOMBAT II 2 2 
4 | WARIO LAND: SPER MARIO 3 7 
5 MIGHTY MORPHIN POWER RANGERS 6 Z 
6 METROID II: RETURN OF SAMUS 4 37 
7 | SUPER MARIO LAND 2-25" 7 28 
8 | TETRIS 5 28 
9 | KIRBY’S DREAM LAND 9 26 
10 | SUPER MARIO LAND 8 37 
1 | FINAL FANTASY Ill SUPER NES | OCT. ‘94 
2 | RECEN? (A LINK TO THE PAST | SUPER NES | APR. ‘92 
3 | Orpa LINK’S AWAKENING | GAME BOY AUG. ‘93 
4 | ILLUSION OF GAIA SUPER NES | SEPT. ‘94 
5 | SUPER METROID SUPER NES | APR. ‘9.4 
6 | SECRET OF MANA SUPER NES | OCT. ‘93 
7 | JURASSIC PARK SUPER NES | NOV. ‘93 
8 | FINAL FANTASY LEGEND Ill | GAME BOY | AUG. ‘93 
9 | FINAL FANTASY II SUPER NES | NOV. ‘91 
10 | BREATH OF FIRE SUPER NES | AUG. ‘94 


Here are the first of the all-time ‘greatest 


When a game has 
cial recognition! 


THE LEGEND) OF ZELDA\ 


SUPER MARIO BROS, 3: 


TETRIS. 


— 


les that- we Gre horioring. 


at the top as long as these have, it deserves spe- 


MONTHS ON 
THE CHARTS 


7 6 MONTHS: 
64 pitch BN 


5 9 MONTHS 


HONORS 


This game established anew. 
genre and introduced us fp Links 


Mario's biggest NES edventure: 
remained inthe top 20 for over, 
five years! 


TetrisGaddictive quality makes 


i ehewithe that all puxziegames 
Are mensured ergeriist, 
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THE-ABDENTURES OF 
BAIMAN & ROBIN 


2 Company 
fis Piss Release Date. 
(player) ‘ud Memory Size.. 


Put your fist into the face of crime with 
Konami's latest and greatest starring 
the Dynamic Duo. 

The Adventures of Batman & Robin promises, and 
delivers, thrills, spills and chills for action and comic 
hero fans. Konami's artists performed stunts as daring 
as that of the Caped Crusader himself in recreating the 
look of the syndicated 
animated series. If the 
first Super NES Batman 
game was similar to Final 
Fight—a scrolling fight- 
er—this game is more of a 
side-scrolling adventure 
like Alien* or the Super 
Star Wars games. You can see just how involving 
Gotham is in this month’s review. 


Excellent graphics, animation and sound that recreate the brood- 
ing menace of the TV show. Passwords. Good play control. Lots 
of toys for the boys. Some great riddles. Fun boss battles. 


—) Robin's role is passive. Stages tend not to be long enough for a 
total challenge. Basic enemies change very little over the course 
of the game. 


AERO: THE AREROBAT 2 


Sunsoft’s Aero returns for more dive- 
bombing action and a nod of approval. 


The new, improved Aero 2 takes off from where the 
first Aero ended, but the overall feeling in the game is 
much more balanced. Aero’s unique abilities still 
include his angled dive-bombing, but the real thrill of 
the game comes from fig- 
uring out how to get 
through the huge levels, 
which seem to be filled 
with surprises. The fact 
that Aero 2 can surprise 
us after the original is a 
real plus. We cover Aero 

e Acrobat 2 this month in our new Take 2 feature for 
games you don’t want to overlook. 


+) Good graphics and lots of variety in the game play including snow- 
boarding. Challenging and fun. New moves. Clear goals. 


(—) Some of Aero’s moves are still unusual, but patience pays off. 


ANIMANTAES 


Company... 
Release Date 
Memory Size. 


Warner Bros. maniacal trio frolics on 
video in this action-packed Pak. 


Yakko, Wakko and Dot must recover the script stolen 
by Pinky and The Brain. They'll have to scurry all over 
the studio, avoiding Ralph the security guard and lots 
of traps. There are 24 script scenes to collect, but you 


2 


& (player) 


Company... 
Release Date 


Memory Size 16 Megabits 
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can finish without col- Brutal changes the rules of the game itself. This month 
lecting them all. This you canlearnabout Brutal’s moves in our Take 2 feature. 
month’s Power review 

will show you how to get ) Learning moves. Good graphics, 


the job done. Play control and animation is a bit slow. Some moves are almost 
impossible. 


i) Good animation and a fast pace. Good variety of stages. 


(—) The passwords, created from character images, 
are very difficult to use. .Sunsoft 
1/95 

.2 Megabits 


Daffy Duck straps on a jet pack and 
blasts off for Mars. 
Instant Martians and other cosmic cartoons threaten the 
Earth in this four stage side-scroller from Sunsoft. 
Megabits Marvin the Martian is aiming his P38 Space Modulator 
- the wrong way. The game 
theme is based on the clas- 
sic Looney Tunes episode 
while the play is similar to 
games like Taz-Mania and 
Speedy Gonzalez for 
Game Boy. The first duck 
in space is covered in this 
issue. 


PASS Company... 
Wai 


(Simultaneous play) 
Interplanetary vermin race for glory 
and cheese thanks to Konami! 

Notsince Rock ‘N Roll Racing have so many nutty char- 
acters gathered ona race track to trash each other. The 
cartoon Biker Mice appear 
in this overhead perspec- 
tive racer, armed with for- 
ward shots and boosters. 
Two-players can rock and sy The 
ride over courses filled Goo 
with obstacles and jumps. 
Take 2 covers the racing 
rodents in this issue. 


Z Fun characters. Two-player option. Rocking soundtrack. 
i) Passwords for one and two-player modes. Practice option. 


graphics make good use of the Super Game Boy. Passwords. 
play control. 


—) Fairly standard side-scrolling action. Not very difficult. 


—) Some pretty short courses. The bike stops when you take your 
finger off the accelerator button to launch rockets, which slows 2 Ke 
things down considerably. y tT 194. 

16 Megabits 


Kemco puts a new spin on action RPGs 
with this journey through a magical land. 
Dragon View combines a 3-D overworld with side-view 
battle and town scenes in which your hero character 
(Simultaneous pley) 6 Megabits moves in three dimensions. The story concerns Alex, a 

= at 3. young swordmaster who 
must challenge under- 
world powers to restore 
the ancient balance. 
Although parts of the 
game may remind players 
of Drakkhen, this game is 
far superior in every 
respect. This month's Take 2 feature will show you 
some of the highlights. 


Gametek’s fuzzy fighter is more than 
just another hairy face. 

Brutal: Paws Of Fury pokes fun at the serious nature of 
many tournament fighter games while providing a 
unique experience In its 
own right. What sets this 
fighter apart is that players 
learn new moves as they 
progress in the Dali 
Llama’s tournament of 
forest champions. Unlike 
Clay Fighter and Ranma 
1/2—both of which make use of funny characters and 
moves to provide an alternative fighting experience— 


@ Lots of action and adventure. Unigle 3-D, side-scrolling battles. 

+) Cinema cut scenes tell the story from many perspectives. Long 
and involving. 

(—) Moving around in the 3-D overworld becomes tedious. The game 
requires a lot of experience building, which slows things down. 
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KID KLOWN IN 
CRAZY CHASE 


Megabits 


Kid Klown capers through five levels of 
pratfalls, blunders and slapstick. 


Kemco's Kid Klown in Crazy Chase features a unique 
play _ perspective--Kid 
Klown stumbling downhill 
toward the player. You'll 
have to outrun enemies, 
leap over traps, and collect 
cards by suit to complete 
each stage. Check out the 
Take 2 review for some use- 
ful Power tips. 


+) Unusual but excellent graphics. Fun animation, although it slows 
things down. Extra bonus areas and a bonus air hockey game. 


(—) You can only scroll forward, which means that if you miss anitem, 
you can't go back for it--and you'll probably have to start the stage 
over. 


LEMMINGS 2: 


THE-TRIBES 


Company. 'sygnosis 
f Release Dat 2194 
Memory Siz 6 Megabits 


They're headed for the edge, unless 
you can stop them. Lemmings 2 has all 
new puzzles and more. 


The Lemmings return to 
the Super NES with 120 all 
new puzzles and tons of 
new Lemming skills to get 
you through the traps and 
obstacles. The new prac- 
tice mode also helps when 
you run into sticky situa- 
tions. Look for the backdoor tricks in this month's Take 
2 review. 

Very challenging. 50 new Lemming skills. Overworld map lets you 

try new areas at any time. 


More difficult to learn than the first game. The practice mode 
doesn't include the proper Lemming skills for a given area. Use of 
the regular Controller rather than the Mouse is suggested. 


Company .. Virgin Interactive 
Release Date 2194 
Memory Size.......24 Megabits 


Simba grows into the king of beasts in 
Birgit Ss wonderful action game based 
on 


isney's animated movie. 


Disney and_ Virgin 
Interactive collaborated 
to create one of the best 
action games of the sea- 
son. The game follows 
Simba from cubhood to 
his kingship as an adult 
lion. The stages include 
some very creative perspectives that add greatly to the 
game play and probably make this a better game than 
last year's Aladdin. See the many sides of The Lion 
King and learn what it takes to become the B.L.O.P. 
(Biggest Lion On the Plain) this month in the first part 
of our two-part review. 


+) Great graphics created by Disney animators. Creative stages. 
Excellent sound including music from the movie. 


—} Possibly too challenging for young players who might be attracted 
to the game's themes and characters. Some moves are incredibly 
difficult to make. 


Classic football action comes to the small 
screen in a big way with Madden '95. 


T*HQ's deal with EA Sports to produce classic sports 
games for Game Boy has paid off early with this ver- 
sion of Madden '95. You get most of the familiar 
Madden features includ- 
ing all 28 NFL teams plus 
historical and All- 
Madden teams. Even the 
play selection and con- 
trols make the grade. Geta 
glimpse of the playbook 
in this month's review. 
Good use of Super Game Boy features. Lots of teams. Easy to 
control. 


The action is a bit simple. Teams are either very strong or very 
weak. 


METAL-MORPH 


Company FCI 
Release Date 
Memory Size 


12/94 
12 Megabits 


) 


Af mission to the far side of the falaxy 
with multiple modes of interstellar play. 
You are the morphing agent who is sent to the 
"Otherside" to make peace with the aliens there, but you 
find yourself fighting to escape. Metal Morph combines 
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side-scrolling action with 3-D space combat. In side- 
scrolling stages, your character can run, jump, 

shoot and melt into a pool of liquid like the T2000. Space 
combat takes place at high speed in a forward scrolling 
flight path similar to that 
in Star Fox, although sprite 
graphics are used. In all, 
you'll have to visit five 
planets in your quest to 
reconstruct your ship and 
slip back through the 
Hypergate to Earth. 


i) A fun sci-fi idea and good variety in game play. rast pace. 


24 Too easy in the flight areas and too difficult due to play control in 
some of the side-scrolling areas. 


NBALJAM 


Release Date 
Memory Size 


2 pigs 
= wa 


Now you can take NBA Jam on the 
road 


or soaring and scoring action. 


Most of what made NBA 
Jam the hit b-ball game of 
the century has been 
slipped into this miniature 
version for Game Boy. The 
players and moves are all 
there, plus lots of codes. 
This month's review gives 
you the first insider's look at the secret codes. 


+) Good action and complete features. Secret codes. 


—} Doesn't make use of Super Game Boy features. Annoying music 
No two-player option. 


PATEAL 
THE MAYAN ADVENTURE 


Memory Size ......16 Megabits 


Pitfall Harry returns for mystery and 
adventure in one of the most sophisti- 
cated action games ever. 

Activision kept this game in 
the works until they got it 
right. Pitfall: The Mayan 
Adventure follows Pitfall 
Harry through a jungle 
world where danger lurks 
behind every fern. Stages 
include temples, jungles, 
waterfalls and mines. The 


animation and graphics are reminiscent of Aladdin and 
The Lion King. Journey to the Yucatan with Harry in this 
month's review. 


i) Excellent graphics and sound. Varied Bites with good balance 
between fighting and solving action puzzles. Fun. 


=] Poor hit detection can affect movement, fighting and collecting 
items in particular areas. 


Company Enix 
Release Date 11/94 
Memory Size 12 Megabits 


ih? 
Fantasy role-playing steps into the future 
with Enix's innovative Robo Trek. 


RPG fans have a treat in 
store with this unique 
adventure that features 
robotsas well asa more tra- 
ditional cast of weird crea- 
tures and evil plots. Travel 
by boat, airship and even- 
tually venture to different 
planets by spaceship. Transformations allow your charac- 
ter to go places you couldn't reach otherwise. Power 
plunges into the epic with an in depth review this month. 


Dr finest 
Your invention i 


+) Big and involving. Cool items and powers. 


—) Overworld graphics look simple, although enemies and weapons 
look pretty cool. Poor Englis| 


translation detracts from the game. 


22 
(Simultaneous play) 
Samurai swordplay is recreated from 
the hit arcade game in this giant 32 
megabit monster pak. 


Samurai Shodown made its mark with its tournament 
fighting style of play and great animation. This distinctly 
Japanese game features 
traditional Japanese 
instruments in the sound- 
track and fun victory mes- 
sages insulting the loser. 
But the coolest part of 
Shodown is the weapons. 
These dozen fighters are 
armed with swords and 
other weapons. The gore factor is less than Mortal 
Kombat II by far, but there are plenty of special moves 
and the characters have lots of personality. Like most 
tournament fighters, Samurai Shodown is best played 


.32 Megabits 
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asa two-player game. In the one-player game, you can usu- 
ally defeat opponents by repeating one of your special 
moves or keeping them away from their weapons. 


8 levels of difficulty. Surround sound, Excellent animation. 
A fighter with a difference. 


—) No close-up fights as in the original. The one-player game isn't all 
that challenging. 


STAR TREK: 
STRARELEET READEMY 


RS] 
8 iu 
Welcome to the bridge simulation for 
Starfleet cadets. Interplay succeeds 
where no one has before. 

Through four years of 
academy training, you 
and your cadet crew must 
navigate, fight, and think 
your way out of inter- 
galactic dilemmas. In this 
month's. cheat sheet, 


you'll learn what it takes 
to survive in the stars. 


The best true Star Trek experience to date. Simulations include 
famous scenarios from TV and the movies. Good controls. Smart 
interface. Good sound. 


—) The two-player combat mode is tedious. 


STONE PROTECTORS 


32 


(Alternating play) 


The Stone Protectors rock and roll in 
their first video game adventure. 

The Stone Protectors grew out of the troll craze of the past 
few years, If you haven't seen the action figures or TV 
show, they are a group of buff trolls who battle dino bad- 
dies called saurians. The plot in this game involves Zox's 
army of saurians which 
takes the great crystal of 
Mythrandir. The Stone 
Protectors are called in to 
right the wrong. In this 
one or two-player alter- 
nating game, you have 
your pick of one of the 
five Stone Protectors. Each Protector has his own weapons 
and attacks controlled by simple Controller button 
sequences. As you proceed through the game, you can 
pick up weapons and items, as well. The game has a 
Battletoads feel, and play control is good. 


Kemco 
12/94 
16 Megabits 


Company.... 
Release Date 
Memory Size 


Nice graphics. Large characters. Easy to learn. The appeal is to 
younger players and fans. 


—) The challenge factor is pretty low, although you can switch the 
difficulty level to one of five settings. 


STREET-R 


292 pr 
least al Cc 
fis ad Sooeee: 


(Simultaneous for up to 4 players) Memory Size....8 Megabits 


Wild, multi-player action with crazed 
characters highlights this racer. 

Street Racer has something for everyone: great characters, 
multi-player options, lots of play modes, fighting action, 
speed and good graphics. It C 

may look like Super Mario 
Kart, but the bashing and 
soccer options, plus the four- 
player mode, make it special 
in its own right. If we missed 
anything, check it out in this 
month's review. 


00 15 93 


o Lots of great options. Generally good graphics. Fun characters. 


(—) ‘Track perspective is a bit low and corners can be hard to see. The 
four-player split screen can be hard to follow. Backgrounds can be 
too busy and muddle the view. 


ULTIMA DH: 


THE BLACK-GATE 


Company... 
Release Date.. 
Memory Size.. 


An RPG feast for Ultima fans as they 
step back into the world of Britannia. 
The Ultima series continues with the biggest adventure 
to date--The Black Gate. In this epic, the Avatar (your 
hero character) must stop a plot to usurp the throne of 
Britannia. Much time has 
passed since the Avatar's 
last visit to the land and 
his old companions are 
now pensioners. You, 
however, will be able to 
get up to your old tricks 
using magic and weapons 
as you travel through the land, piecing together clues 
and carrying out virtuous tasks. The interface looks 
similar to previous Ultima games, but it seems to work 
better in certain instances, especially for gaining infor- 
mation. Origin Systems has done a great job in linking 
key words for a truly real sense of conversation. 


Good interface for gaining information. Good sound. Big story and 
lots of exploring. The best Ultima to date. 


—) Fighting and movement continue to be awkward in this interface. 
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R=MEN: 
MUTANE APOCALYPSE 


special moves. The game 
will remind players of 
basic side-scrolling fight- 


2 Company... ers like Final Fight, but 
a Release Date. here you have a choice of 
Memory Size.. 6 Megabits 


fighters. 
The 4-Men, America's most popular comic 

super heros, finally get their own adventure. 

Although this game seems like a pretty standard action ) Good graphics. Easy to pick up and play. Specialized moves. 
game, the X-men give it some class. Wolverine, ; a ’ : A 
Cyclops, Gambit, Psylocke, and the Beast each have —) The first mission can take forever. Enemies are just punching bags. 


GAME TYPE 


POWER METER RATING 
TITLE al Bl 


The Adventures of Batman & Robin 3.7 3.6 3.6 3.4 co # NR Action 


Aero The Acrobat 2 3.5 33 36 34 *O# KA Action 
Animaniacs 3.7 3.2 3.4 3.4 K-A Action 

Biker Mice From Mars 3.4 3.3 2.9 2.8 K-A Racing 

Brutal: Paws of Fury 3.5 3.4 3.1 3.2 * K-A Fighting 

Daffy Duck: The Marvin Missions 3.3 3.3 3.0 3.1 KA Action 

Dragon View 3.4 3.0 3.4 3.4 K-A Adventure RPG 
Kid Klown In Crazy Chase 3.6 3.1 3.4 3.4 K-A Action 
Lemmings 2: The Tribes 3.3 2.9 3.6 3.5 K-A Puzzle 

The Lion King 4.7 37) GS50 Hes oQ K-A Action 
Madden ‘95 3.1 2.9 2.9 3.0 K-A Football 

Metal Morph 3.4 2.9 3.4 3.3 K-A Action 

NBA Jam Bal 3.1 2.9 3.1 K-A Basketball 
Pitfall: The Mayan Adventure 3.6 3339 3.8 @*xO NR Action 

Robo Trek 3.6 3.0 36 3.8 K-A RPG 

Samurai Shodown 3.1 2.9 27 2.7 NR Fighting 

Star Trek: Starfleet Academy 3.0 2.9 3.1 3.6 Ok K-A Simulation 
Stone Protectors 3.3 2.9 2.8 3.1 K-A Action 

Street Racer 3.6 3.1 3.4 3.1 NR Racing 

Ultima VII: The Black Gate 29) 2.5 2.9 3.1 K-A Adventure RPG 
X-Men: Mutant Apocalypse 3.4 3.0 3.0 3.0 ** K-A Action 


Editors The Pros at 


gare. Ratings 


If you like the same types of 
games as one of ot r editors, then 
check for his or her s 


Digital Softw 
appropriate 


P =Play Control and Fun 


call 1-800-771-3772. 
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HE INSIDE SOURCE ON FUTURE GAMES 


TECMO 
-/| «SUPER BOWL 2 
== A VERY SPECIAL 
: EDITION! 


ThesSuper ‘Bowl is almost here, but Tecmo is just starting its 
football season with a Super NES sequel to its long-time stan- 
ee | dard, Tecmo Super Bowl. Tecmo diehards never seem to get 

— enough. As a result, Tecmo will release a limit- 
[ 0 Sp pC ed edition this February with many of the fea- 
TTR a tures that we’ve wanted since the game first 
appeared. Here’s a sample of the new fea- 
tures: player trades, quarterback audibles, 
twice the plays, changeable defensive plays, 
improved graphics and animation, schedules 
for three years, schedules that reflect past 
seasons’ performance and all the Tecmo Super 
Bowl features that have made the series so 
successful. According to our Pak Watch 
sources at Tecmo, this edition was designed 
for release in Japan, but Tecmo U.S.A. was giv- 
en a small shipment. It’s likely that Tecmo’s 
advertising will 
promote the 
limited number 
of Game Paks 
available: It isn’t hype. Pak Watch has learned 
that there will be only 15,000 copies sold in the 
U.S. Furthermore, lookingsat’ Teemo’s tradi- 
tionally long deWelopment cycles, you 
shouldn’t expect another upgrade in 1995) For 
some time§we’ve Known that a Tecmo NHL 
Hockey game was also.in.development, but it 

seems) that thejrecentidifficulties of the NHL 
b have dlso affected licensed products» Tecmo 
now says.thatsthis game is on the’back burner. 


TECMO 
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Re ee an 
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Koei’s first step into 
action-adventure 
gaming is not as far 
from its traditional 
RPG roots as you 
might inkaeebn 


cca 


wer. the dr 
e differ 


shifts so. 


One of the & ga ES wt a 


sequel. Sup HK ! é great editi 
features of the 6 You ca m teams with su 
pitching and.hitting abilitiessTheignaphics look better and there 
are even more customizing n this version. Don’t expect | 
licenses like Ma LBPA. The ni 


sional team 
or two, but 
great distrib 
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ON SUPER NES 


uw raetl BOOGERMAN 


: EHIN J 


OGRES & f DRAGO NS 


Enix has picked up one of the most unusual 
takes place in the dark, magical world | of 
The interface is a cross 
between traditional RPGs and 
strategy games like Populous. 
Enix also showed off Dragon 
Quest VI in Japan recently. The 
game looked excellent. (See 
this month’s Shoshinkai article 
for a glimpse of it.) Enix of 
America, however, reports 
that no decision on the U.S. 
version of the game will be 
made until the game is 
released in Japan in March. 
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t rappers in theyll 
“like Queen 
Yo Yo, Coolio, LL Cool] 


arts fighting. The conne 
new titles may have some o 


PAC IS BACK 


Namco has converted its great action puzzle, Pac Attack, to the 
Game Boy and Super Game Boy for release this winter. For those of 
you who missed the Super NES version, it’s a Tetris-type romp incor- 
porating Pac Man. Namco’s signature character is also appearing ina 
side-scrolling action role in Pac In Time. Pac In Time will appear later 
this year for both the Super Game Boy and Super NES. Don’t expect 

— the unique interface of last 
year’s Pac Man 2 
Adventures. T 
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Month by month) Nintendowultra 64 develop- 
ment continues to heat Up. Thedatest company 
tojoin the club is Paradigm Simulation of 
Dallas. Nintendo will be.working closely with 
Paradigm on a game scheduled for releas@uate 
this year. Mr. Miyamoto, the Creator of Super 
Mario Bros. and Donkey Kong, will head the 
design effort on the as-of-yet unnamed game. 
Paradigm brings with it some of the best 3-D 
programming and imaging talent in the world, 
Qvérthe years, they have Worked closely with 
Silicon’ Graphics in the development of ultra 
realisti¢ military flight sims. So what’s in the 
works? Our guess is that it has wings. 


Sunsoft’s Justice League Task Force has moved 
beyond the realmof mythiinto an almost 
playable version. The tournamentefighting 
game features DC Comics’ Justice League char- 
acters including Superman, Batman, The Flash, 
Wonder Woman, Aquaman, The Green Avenger 

; and all their worst foes. 
Although the character 
sprites use traditional 
animation methods, 
some of the back- 
grounds have been ren- 
dered in SGI 3-D. 
Sunsoft reports that 
Sylvester & Tweety has fallen behind sched- 
ule—the same fate as Porky Pig’s Haunted 
Holiday. We aren’t expecting either of these 
titles now until the second quarter. As for Daze 
Before Christmas, the quirky Santa-scroller, 
Sunsoft has delayed the game until next 
Christmas. Probably a smart move. On a more 
positive note, Sunsoft has managed to just 
about finish Looney Tunes B-ball. 


Psygnosis is bringing some of the hottest 
arcade shooters across the Atlantic for the 
Super NES. Apocalypse Il combines sharp graph- 
ics with a traditional vertical shooter style of 
play. One of the exceptional aspects of the 
graphics is the scaling of enemy sprités. Planets 
lob toward your ship out of the depths/of 
space, giving you hardly any time to react, 
much less think about how you'll move. 
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Psygnosis puts together world-class graphics in 
a simple shooter that somehow goes where no 
one has quite gone before. The game originally 
appeared in Europe, and the Super NES version 
r@tains much of the Euro sci-fi feel right down 
ta the music: In the game, you are given a mis- 
sion to.defend planetary bases against incur- 
sions of relentlessly advancing aliens. Okay, 
that sounds like Space Invaders. But you’ve got 
a little dude who can fly all over the place and 
keep up a constant stream of shots, which is 
more like Asteroids. The result is a very fast 
action,space-shooter that isn’t quite like any- 
thing else. 


Addams Family Values has been in the works at 
Ocean of America for more than a year and at 
times it seemed as if the game would never get 
finished. Maybe we’re speaking too soon, but 
according to the President of Ocean, Ray 
Musci, the game is now complete. We hope so, 
because it promises to be one of the more 
interesting licensed games of the new year. The 
adventure format of AFV with its overhead per- 
spective and emphasis on searching as well as 
fighting should give it a wider audience 
appeal than some of the earlier side-scrolling 
movie-based games like The Shadow. Down the 
road, Ocean plans to 
make a Super NES 
game based on the 
film-in-progress, 
Waterworld. And fur- 
ther down the road, 
they hope to make 
Waterworld the sub- 
ject of their first 
Nintendo Ultra 64 title for the end of “95. 


Pinball Fantasy includes four pinball,games that 
look similar to the originalthree games offered 
in last year’s Pinball Dreams. The machine 
themes include circus, drivingygameshow, and 
a haunted Castle. Pinball Fantasy also gives you a 
toolbox for customizing,sound and! controls. 
Dhat’s now, but for tomorrow, Gametek is 
planning to go heavily into high-end develop- 
ment. The company has recently acquired top 
programming talent from Canada to California, 
including one of the chief computer animators 
who worked On Jurassic Park, the movie, and 
one of thé original designers of John Madden 


Football. Gametek has positioned itself for a 
fast start on Nintendo 
Ultra 64 development 
and, although no title 
has yet been 
announced, Pak Watch 
expects to hear from 
Our sources at 
Gametek very soon. 


Power Driver from U.S. Gold was deseribed by 
one Power staffer asR.C. Pro-Am meets Stunt 
Race FX. That may have been a bit misleading 
since there are no polygons in this game. It’s 
more like R.C. Pro-Am in a small, French sub- 
compact. The view, as you can see here, is from 
over head, and the - 

simulated speed is fair- 
ly high for such a puny 
car. If it weren’t for 
the tiny people watch- 
ing the race, which 
you may be tempted 
to run over, the game 
would look even more like R.C. Pro- Am. 


After more than a year of development, the 
final version of The Itchy & Scratchy Game 
finally showed up, and it looked like another 
year of work might have helped. This side- 
scroller features!Very traditional hopjand bop. 
Itchy, swinging an oversized mallet, provides 
the bop while Senatchy attacks. The magic of 
the TV episodes as seen on The Simpsons just 
never quite made into this game. 


Games based'on hit movies and TV shows have 
been some of the biggestysalesywinnérs over 
the past few years, but as a.,game player, you 
can’t always takesthe name at face value. 
Sometimes development cycles are cut short 
so that the game willbe released at a certain 
time, even if it isn’t readymlt always pays to 
check NP first, or play a game before you buy it 
to make sure it has what you want, not just a 
name. Some of the best licensed games this 
year are The Adventures of Batman & Robin, 
The Lion King, Super Return of the Jedi, and Star 
Trek: Starfleet Academy. 


ACME Animation Factory 
Addams Family Values 
Ardy Lightfoot 

Baseball Simulator 1.000 2 
Boogerman 

Brandish 

Brett Hull Hockey ‘95 
Civilization 

Deep Space Nine 

bran. Zone 

Fire Team Rogue 

Future Zone 

GP-1: Part Il 

The Itchy & Scratchy Show 
Juggernauts 

Jurassic Park 2 

Justice League 

Kirby's Avalanche 

Kirby's Dream Course 
Knights of Justice 

Mario Andretti Racing 
Mega Man X2 

NCAA Final Four Basketball 
NFL Quarterback Club 
OgreBattle 

Power Instinct 

Rapjam Vol. 1 

Rise Of The Phoenix 

Rise Of The Robots 

Robo Trek 

SeaQuest DSV 

The Shadow 

Star Gate 

Tarzan 


Tecmo Super Bowl—Special Ed. 


Top Gear 
Wolverine 


Donkey Kong Land 
FIFA Soccer 

Kirby 2 

Monster Truck Rally 
Pac Attack 

Pac In Time 

WWF Raw 
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COMING NEXT Issue 
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MAN >. & THE LION KING 
| ie cee 
Sen 


Everybody’s 
favorite blue 
robot is back 
in his second 
Super NES 
adventure! 
Mega Man 
X2 is even 
bigger and 
better 
than the 
original 
Mega Man X! 
Don’t miss the 
in-depth cover- 
age that you 
find only in 
Nintendo Power! 


D.K. For 
SGB! 


What do you get 
when you combine 
Donkey Kon 
Country. wit 
Super Game Boy? 
The incompara- 
ble Donkey Kong 
Land! Next 
month's preview 
Carecke the 
: game that will 
alter your per- 
ception of the Game Boy 
forever. : 
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SUPER PUNCH-OUT!: 


STRATEGY SPECIAL 


Now that you’re facing some of the tough- 
est fighters around, it’s time to polish your 

fighting strategy. Having trouble punching 

the tough guys out? With Nintendo Power 

in your corner you'll be able to K.O. any of 
them in seconds flat! 


TINE ATTACK MODE 


MINOR et BE | 


14 NINTENDO POWER 


BACK ISSUE 


These Nintendo Power issues are available individually. 
Add them to your collection! They contain these exciting 
reviews: 

Volume 53 (Oct. '93): Super Empire Strikes Back, 
Mortal Kombat, Super Bomberman, Plok, Cool Spot, 
Pac-Attack, Wing Commander: The Secret Missions, 
Mortal Kombat (Game Boy), Sports Illustrated 


Lemmings (Game 
Boy), Battleship (NE: —The Surprise at 
Dinosaurs Peak. 

Volume 54 (Nov. '93): The Secret of Mana, Super 
NES Sports, SimAnt, Aero the Acro-Bat, Jurassic Park 
(Super NES), ActRaiser 2, Ultima: Runes of Virtue I, 
Kirby's Pinball Land, Gear Works, T.M.N.T. Tournament 
Fighter (NES), Pac-Man/Ms, Pac-Man 

Volume 55 (Dec, 93): Disney's Aladdin, Clay Fighter, 
NHL Stanley Cup, Daffy Duck: The Marvin Missions, 
Battle Cars, Super Scope Roundup, Tom & Jerry: Frantic 
Antics, Mega Man IZ (Game Boy), Mega Man WI (NES), 
Tetris 2 

Volume 56 (Jan. ’94): Mega Man X, Flashback, 

ates, Soldiers of Fortune, T.M.N.T. Tournament 
ers, Battletoads & Double Dragon The Ultimate 

he Animated Series, T.M.N.T. II: 

1 Rescue, Tetris 2 (Game Boy), Disney's Chip *N* 
Dale Rescue Rangers 2. 

Volume 57 (Feb. '94): Bugs Bunny Rabbit Rampage, 
Young Merlin, Skyblazer, Inspector Gadget, The Sports, 
Lester the Unlikely, Choplifter II, Spider-Man & 
Men in Arcade’s Revenge (Game Boy), The 
Simpsons: Bart & The Beanstalk, Zoda’s Revenge: Star 
Tropics IL 

Volume 58 (Mar. '94): NBA Jam, Wolfenstein 3-D, 
Super R-Type II, Metal Marines, The Flintstones: The 
‘Treasure of Sierra Madrock, Wario Land: Super Mario 
Land 3, Zoda’s Revenge: Star Tropics I (Part 2). 
Volume 59 (Apr. ’9. n Griffey Jr. Presents MLB, 
Star Trek: The Next Generation, Mickey's Ultimate 
Kaliber 2097, Time Trax, Turn and Burn: 
ly Pinball Dreams, Super Pinball, Super 
Metroid Preview, Prehistorik Man, Walt Disney's The 
Jungle Book (NES) 

Volume 60 (May ’94): Super Metroid, The King of 
Dragons, Joe and Mac 2 (Super NES), The Jetsons: 
Invasion of the Planet Pirates, The Sports Scene, Spectre, 
Knights of the Round, Solitaire Funpak, Black Bass Lure 
Fishing, Bonk's Adventure 

Volume 61 (June '94): Disney's Beauty and the Beast, 
FireStriker, Clay Fighter: Tournament Edition, Spike 
McFan; lamMasters, Fatal Fury 2, A.S.P. Air Strike 
Patrol, Super Loopz, Illusion of Gaia (preview), Donkey 
Kong (Game Boy), Monster Max, Stop That Roach. 
Volume 62 (July ’94):: Super Street Fighter II, Breath 
of Fire, Disney's The Jungle Book, Liberty or Death, 
Tetris 2, Double Dragon V, Tarzan (Game Boy), Disney's 
The Jungle Book (Game Boy), Space Invaders, Jeopardy 
Sports! 

Volume 63 (Aug. '94): Stunt Race FX, Lord of The 
Rings-Vol. 1, King of the Monsters 2, The Death and 
Return of Superman, An American Tale: Fievel Goes 
West, Sonic Blastman 2, Disney’s Beauty and the Beast 
(NES), Cool Spot (Game Boy), Itchy & Seratchy in 
Miniature Golf Madness, Robo Cop vs. The Terminator 
(Game Boy), 

Volume 64 (Sept. ’94): Mortal Kombat Il, Super 
Bomberman 2, Pocky & Rocky 2, Blackthorne, Aerobiz 
Supersonic, Vortex, Shein’s Reveng lania (Game 
Boy), Mighty Morphin Power Rang me Boy), The 
Making of Donkey Kong Country, Killer Instinct 
Preview 

Volume 65 (Oct. '94): Super Punch-Out!!, Final 
Fantasy II, Maximum Carnage, Mighty Morphin Power 
Rangers (Super NES), Pac-Man 2, Illusion of Gaia, Brain 
Lord, Mega Man V (Game Boy), Mortal Kombat II 
(Game Boy), Yogi’s Gold Rush, Donkey Kong Country 
preview, Cruis'n USA preview 

Volume 66 (Nov. ’94): Donkey Kong Country, 
Sparkster, Earthworm Jim, Final Fantasy I, Indiana 


az-! 


Jones’ Greatest Adventures, Super Adventure Island I], 
Wild Snake, Contra: The Alien Wars (Game Boy), Killer 
Kombat II codes. 


Instinct preview, Mor 
Volume 67 (Dec. '9. 
Jim, Zero the Kamikaze Squirrel, Super Return of the 
Jedi, Uniracers, Tin Star, Wario’s Woods (NES), Samurai 
Shodown (Game Boy), Wario Blast (Game Boy), 

Casino Funpak (Game Boy). 


Use the Back Issue / Tip Book Order Form in this issue to 
order past Nintendo Power issues and books, or call our 
Consumer Service department at 1-800-255-3700 to 
order them by phone with Visa or Mastercard. 


NGHTING GEAR 


2 


available ONLY in the Nintendo Power 
puper Power Supplies catalog! 


t 
2 PULGOAE WOULD BE PROUD TO 
PA VENA OUT ON YOUR 000A! OF) 
WY, VAL. OF CEILING, 


IGSCAPS & 
SLANIMER SET 


LER INSTINCT 
SNOW LID 


kK 


SMEDALLION 
BEPAIE OFF THE 
BCP VE COMPETITION! 


1-800- 882/ 
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the 


DONKEY KONG COUNT 
jungle wish 


MORTAL KomBaT II 
explosive giving 


EARTHWORM JIM 
open at your own risk 


WWF RAW 


stocking stuffer from spa’ 


SPIDER-MAN & VENOM: 


MAXIMUM CARNAGE 
webbed wrapping 


THE LION KING 
roaring keeper 


MICKEY MANIA 
classic hits 


DEMON’S CREST 
for lucky devils 


SUPER RETURN OF THE 
get the for 


NBA LIve ‘95 


slam dunk 


THE ADVENTURES OF 


BATMAN & ROBIN 
don’t shake it—explosij 


FINAL FANTASY III 
wrapped in mystery 


MADDEN NFL ’95 


sure score 


UNIRACERS 
fast and frantic 


SUPER PUNCH-OuT!! 
“KO” guarantee 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 
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